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IPX network support for up to 4 players- Build alliances with alien races 
battle alone or as a team and learn their fechnologies 


Se LRN 
* ten ae 
aes acess 





3 Group multiple ships into squadrons 
against 20 enemy bosses ~ for fast deployment 











bass 


Four aces are’at violent adds for control of the Zeta galaxy! It will take all your strategic genius to harvest resources, learn new technologies and 
build the superior space armada. But looming over all of you is the ultimate threat! An evil race more powerful than you and your combined enemies! 


Star Command: Revolution. More to control. More to command. More to conquer. = 1 





Download the demo at http://www.gtinteractive.com/star 





TO ADULTS 

DOS/PC 
CONTENT RATED BY D- RO M 
| =e—-F i =] , 


©1997 Metropolis Digital, Inc. All Rights Reserved. Published and distributed by GT Interactive Software Corp. Command & Conquer is a trademark of Westwood Studios, Inc. WarCraft is a trademark of Blizzard 
Entertainment, a division of Davidson & Associates, Inc. All other trademarks are properties of their respective companies. 
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MORE CONTROLLABLE UNITS AND RACES THAN 
CONMAND & CONQUER ANI 

















GT Interactive 
Software 


ch Two New Full Length Campaigns 


de Plus Two New ‘Mini’ Campaigns 
” Naty Cinematic Scenes Bring The Battles 
_ And Their Aftermath To Stunning i a 
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“FUTURISTIC 3-D ACTION/ADVENTURE 
THAT COULD SET A NEW STANDARD 
FOR PC GAMING.” 


-PC GAMER 


“This highly antici- 
pated title is cer- 
tainly one of the 


slickest games 


we’ve seen...could 
be the action fest to 
rival Quake.’ 








‘A refreshingly new per- | — 5) “The ability to zoom in 
spective on3-Dgaming. } from a mile away within 
Expect the unexpected.” ‘a a the sniper mode is re- 


~ GAMEFAN ee ____| markable.” 


et ON Ol om eV VINE; 
MONTHLY 


“It’s with the 
unique gameplay 
elements that MDK 
will really make its 
mark.” 


-PC GAMES 





"ONE OF THE MOST INNOVATIVE 
GAMES EVER CREATED,” 


- GAMEFAN 





RATINGPENDING = Be CD-ROM) 


Download the demoat: 


HARRY 


Created by Shiny Entertainment, Inc. © 1997 Shiny Entertainment, Inc. MDK is a trademark of Shiny Entertainment, Inc. All rights reserved. Artwork and design 
© 1997 Playmates Interactive Entertainment Inc. PIE™ is a registered trademark of Playmates Interactive Entertainment Inc. All rights reserved. 


ENTERTAINMENT SOFTWARE “While supplies last. 


RATING BOARD 














"MDK PROMISES 3-D TECHNOLOGY SO COOL...THAT IT 
WILL SEND EVERYTHING ELSE RUNNING FOR COVER." 


-PC GAMER 
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crushing anything in their path...Unless you 
can stop them. 


a mel hyarooe Da -Jave(-la-cemele-)e)alle-MelaliL «m1 ane elarem=xe [Ul] e)aal-Jalmlaceieletialep 

thing you have ever before seen. — A helmet-mounted sniper rifle that tar- 
¢ Over 60 arenas spread out over 6 cities. gets enemies from over two miles away. 
¢ Never before seen “sniper mode” that eer ree — A living polymer suit that protects 





allows you to zoom in on the <<. << from piercing projectiles. 
enemy and pick it off with =~ ae Walle lami c-tepma-lelcr- eli 


yy celeraveiialem-(eceiuig-le\VA / parachute. 

¢ The most sophisticated — Bombs... 
artificial intelligence ever decoys... 
created. Fully reactive akedaatialemjali elle 
“smart enemies” think, grenades... 


TEsitclawere lace mexelaalaalelalier- 1a 
in a calculated assault 
on your life. 

¢ An arsenal of totally 
innovative weapons 


Tale maat-lahymenlelaoe 
¢ Two styles of adrenaline- 
olelanlediate mer-lant-meh Zar- Teale 
iicY-laUlalaremilecimrlalemealige 
el-1a-xo)am ele]iai mel mac i'A 


IT THINKS, THEREFORE IT KILLS 
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611 Anton Bivd., Suite 500 


Contact www.playmatestoys.com to receive Costa Mesa, CA 92626 
www.shiny.com a free playable demo by mail* (714) 428-2100 
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Sierra takes the field early in ‘97 
Plus “First Looks” at Zork Grand Inquisitor, Star Trek Generations, Darklight 


Conflict, Dogfight, a mess of upcoming baseball games and more. 
22. ~~ Hardware 


A look at 3D cards based on the Rendition chipset. Plus an SVD modem. 
26 ‘The Beta Zone 


Updates on The Rift and Scourge of Armagon, A Fork in the Tale, G-Nome, 
Into the Void and Down in the Dumps. 


30 —_X-COM: Apocalypse 


50's graphic design meets 90's gaming technology in the most alien series 
MicroProse has done. — Scott Udell 

































38 = Conquest Earth — Scott Udell 
40 Fallout — Cindy Yans 


42 ——_ Twinsen’s Odyssey — Steve Wartofsky 
44 _|mperium Galactica — Scott Udell 





48 Cheap gaming — Jason D’Aprile 
50. ~—- Kali95 1.1 — Jason D’Aprile 





Command Post — Scott Udell 
On War — Mike Robel P.. 
Reviews a 
Magic the Gathering: Battlemage, Stars!, Muzzle Velocity and Battleship. 


Heroes of Might and Magic II Tips — Tim Royal 
Battleground: Antietem Tips — Phil Thé 








68 Cheat Thrills — Steve Bauman 
72 Reviews 


Amok, Scorcher, Powerslave, Killing Time, Gex, Scorched Planet, Robotron X, 
Alien Trilogy, Virtua Squad, Nihilist, SoulTrap and Alien Rampage. 





78 Road to Nowhere — Cindy Yans 
80 Boots of Re — Andy Backer 
84 Reviews 


Diablo and Discworld Il. 
RAMA Tips Part Two — Janet Blackburn 
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a hie Play it Solitaire’! Play it with friends over: a netw ork. 
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Available on PC/Windows 95 CD-ROM 


—Computen Paver 


% 


www. microprose. com 


© 1996 MicroProse Software, Inc: MASTER OF ORION and BATTLE AT 
ANTARES are trademarks and MICROPROSE is a registered trademark of 
MicroProse Software, Inc. All other trademarks are the property oftheir 
respective holders. Call 1-800-771-3772 for information on Game Ratings. 











The Hangar — Steve Wartofsky 
92 Air Combat Advisor — Ben Chiu 
96 Reviews 


Privateer 2: The Darkening and Flying Corps. 

























100 Reviews 


NBA Live 97, 3D0 Games Decathlon, WWF In Your House 
and Total Control Football. 





Upfront — Steve Wartofsky 
104 Rebound 
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Shivers Il: Harvest of Souls 


Realms of the Haunting 
XS 


| iM1A2 Abrams 
The Great Battles of Alexander 
Enemy Nations 
SimCopter 
SimGolf 
NBA Jam Extreme 
BattleSport 


BattleTech: Solaris 


7 
Koala Lumpur: Journey to the Edge : 





1 Te}: 
AN 


Unreal 


Galactic Mirage oS ta 
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ighthouse Tips — Cindy Vanous 


teel Panthers Il: Modern Battles Tips — Robert Mayer aint 
Daggerfall Tips — Andy Backer prot 
TimeLapse Tips — Tim Royal 
F-22 Lightning II Tips — Ben Chiu 
Heroes of Might and Magic II Saved Game Editor 
Universal Hint System 


http://www.cdmag.com 
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“Very addictive 


quality” 


“Sound effects are 
brilliant - an incredi- 


bly fun game” 
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“K solid hit... a highly 
playable game strategy 
gamers can sink their col- 
lective teeth into... graphi- 
cally gorgeous and highly 
playable” 


“Part of the game’s appeal 
is simply visual: the game 
map is incredibly 
detailed... this isn’t just a 
game, it’s a world” 


TRY IT FOR YOURSELF...DOWNLOAD THE DEMO 
FROM OUR WEBSITE LOCATED AT www.bivebyte.com 


For more information about “The Settlers Ii Gold Edition” and other Blue Byte Software Products, visit our Web page or contact us directly at: 
Blue Byte Software, Inc. © 870 E. Higgins Road, Suite 143 © Schaumburg, IL 60173 © Voice (847) 995-9951 Fax (84/) 973-7750 
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lose yourself 
in a game... 


t doesn’t happen for most gamers these days, most of the time. When it 

does, it’s a reminder of what computer gaming should be all about. A 

number of factors mitigate against its happening, some of which I'll out- 
line here. Lose yourself in a game? Sure, it’s possible. You can do it. 

The first thing you should do is take lots of time thinking about the kind 
of game you really like playing. Do you like a quick, simple play without ctc 
lots of fuss to get into? Do you like a game you can dig into for hours, and a a OWoctor 
come back to day after day, with all sorts of interesting details to manage | 
and organize? Do lots of things have to be moving around on the screen, or 
is a more peaceful, contemplative environment your preference? These are 
the most global issues. Another big one is, what kind of outcome do you 
expect for the investment of many hours of your precious free time? Do you 
want a result in high scores, a developed character, skill playing a type of 
game which you can bring to the next title, understanding of a technology 
or a historical battle? Decide. 

Next, find one game which, by reports, reviews, time out on the shelves, 
looks like a viable candidate for your interest. Find a place to buy it where 
you can return it if it doesn’t look like you’ll be able to really dig in (you'll 
figure this out in the first few hours of play; if you find bugs, problems with 
the interface, design excesses or holes, it will be hard to enjoy the game over 
the long haul). Buy it a while after it’s been released, unless the early reports 
are stellar (it happens, sometimes). That way, you increase the chance you'll 
be getting final code, with any patches or updates already implemented in 
the included executable. 

Then....stick to it. Don’t get distracted by raves about other games. Don’t 
go into a fifteen-game buying frenzy, always searching for what your pre- 
sent game doesn’t provide. Stay with the game. Wring every possible twitch 
and turn out of it. If you’ve chosen wisely, you’ve found a game the design- 
ers have spent hundreds of loving hours working on, and you're going to 
find all sorts of nifty extras, options, gifts, if you will, from the designers, 
for your perseverance. 

Finally, don’t blame the game too easily if you find yourself “finishing” it 
too quickly; chances are, you haven't finished it. You’ve just won through to 
specific, simply-defined goals. If you’ve become too focused on those goals, 
you’ve probably missed the other ninety percent of the game. Go back to it 
and find other things to do with it. If the game is intelligently designed, 
you'll find satisfaction in all sorts of nooks and crannies you missed when 
you were obsessed last time through with a particular objective in mind. If 
the game really did turn out to be too short by the standards you set up for 
it (and yourself), learn from this experience, make note of it, and next time 
around, test early for whether the game will hold up under the particular 
pressures you place on it. If it doesn’t, maybe it’s time to find a game in a 
different genre, where you'll have to rearrange your expectations a little to 
get the depth you’re looking for. 

The point here is, there’s all kinds of advertising and marketing pressure 
(and peer pressure, for that matter) to play lots of shallow games through 
quickly. Makes more money for the companies who know little about com- 
puter gaming (and some of the biggest out there are the least experienced 
in this medium). Gamers, and the designers, publishers and support indus- 
tries behind them, know better. The extensive and rapid embrace of good 
games by a large audience continues to prove this. 

By the way, we couldn’t wait any longer to get our faces out there. Our 
April issue is where we finally make our claim to fame. Now you know who 
we are when you read our stuff. Enjoy. — Steve Wartofsky, Editor 
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THINK FMV SUCKS? 


THINK AGAIN. 


Think about fast, seamless adventure, puzzles and 













15 frames per second special effects! It's all in 


video—even on a 2X drive! 


Think about an Immersion —the new game that's 


Engine™ projecting live so fast, so interactive 


action so fast you'll you're killed 6 times in 


make split second the first 10 minutes. 


decisions just to If this game doesn't 


Stay alive. Think change the way 


about 5 CD's you think about 


FMV* nothing will! 


* Full Motion Video 
NOT CONVINCED? GET THE FREE DEMO. 
YOU’LL MEET THIS GUY. HE’D LOVE TO REARRANGE YOUR JAW WHILE 
SETTING YOU STRAIGHT. CALL 1-888-GET-DEMO WHILE SUPPLIES LAST! 


packed with 





Yeah, they're beautiful babes These marauding kingsmen Up for a little face stomping? 


in fur bikinis. (Unfortunately, need a hand. (Your hand! (Before Geebo — yeah you 
they want to kill you!) And then they’ll kill you.) guessed it —kills you.) 


A FORK IN THE TALE. 
A HILARIOUS LIVE ACTION ADVENTURE. 









Starring funnyman @ 
Rob Schneider as the 
voice of the hero. ENTERTAINMENT 


WwwWW.anyriver.com 


Call 1-800-771-3772 
for Game Rating Information. 


AnyRiver Entertainment» and A Fork In The Tale are trademarks of AnyRiver Entertainment, Inc. Immersion Engine™ is a trademark of Advance Reality interactive. 














Sierra takes the field early in ‘97 


Dynamix in Oregon getting ready to rock your PC 






IF THERE’S A GENRE OF 
computer gaming you’re interested in, 

chances are high one of your top picks 
this spring and summer will be a 
Sierra/Dynamix game. Dynamix, in particular, 
is pushing forward on all front. 

With Pro Pilot (due April) and Red Baron II 
(set for May), the virtual drought in full-scale, 
fully developed, highly detailed flight and air 
combat simulations will be brought to an end. 
Though we’ve only seen unfinished versions of 
both these products, it’s clear extensive time 


Outpost 2: Will it fulfill the the promise of the 
original, or have the same fate? 


and attention to detail has been spent on both 
of them. With much of the industry running out 
of ideas on how to move the simulation genre 
forward, both these products will prove there’s 
plenty still possible beyond the basic concepts 





CyberStorm 2: An early mock-up of Dyanamix’ 
new look for the terrain 





intrinsic to this kind of gam- 
ing. Red Baron II in particu- 
lar will provide many of the 
features fans of real-time 
wargames might enjoy, with 
its dynamic AI and a career 
mode which carries the best 
of the ideas in the classic 
Aces series forward. Career 
will also be the watchword 
for Pro Pilot, since the player 
will be able to work through 
a full-scale, realistic Certified 
Flight Instructor training 
course, starting in the Cessna 
172 Skyhawk and graduating 
to eventual instruction in the 
Beechcraft King Air B200, 
Bonanza, B58 Baron and 
Cessna CitationJet. The Flight 
Assignment concept pioneered by subLogic in 
Flight Assignment: Air Transport Pilot is drawn 
upon here as well, with the player being grad- 
ed on safety, efficiency and airmanship across a 
series of lessons. 

Later in the year, X-Fighters should debut 
with yet another neat feature all too absent in 
many current sims: the ability to do full-scale 
aircraft design. Not a lot of information out on 
this yet, but it looks like the emphasis will be 
on ease of use, making the X in X-Fighters 
more than just a nod towards the idea of 
experimental. Imagine not only a full-fledged 
Aces product with all the best of that series, 
but the ability to dig into the innards of post- 
WWII aircraft to roll your own. 

In a science fiction/science fantasy mode, 
Sierra/Dynamix has no less than three major 
products developing. Further news on 
Earthsiege 3 and Cyberstorm 2 is still sketchy, 
but details on Outpost 2 suggest the new team 
of Pat Cook and Allen McPheeters are com- 
mitted to making an interesting, real-time 
game out of this title. With combat between 
two sides, acts of nature threatening survival 
at regular intervals, and a lot of the micro- 


Interactive Magic buys WarBirds creator 


I-Magic Online to focus on real-time multiplayer Internet games 


INTERACTIVE MAGIC HAS PURCHASED 
Interactive Creations, Inc., creator of the 
online games WarBirds and the upcoming 
Planetary Raiders. The merger will result in 

_the creation of I-Magic Online, developer of 

multiplayer online games available over the 
Internet and through services such as AOL, 
CompuServe and Prodigy. In addition to these 
two games, the current plan is to add addi- 
tional Interactive Magic titles (such as Apache, 


Capitalism and their upcoming batch of 
games) to the service. They’re also looking 
into adding new original content. 

Of ICI, I-Magic Chairman “Wild Bill” Stealey 
said, “We are extremely impressed with [their] 
innovative Internet technology [and] by com- 
bining our two companies, we will quickly 
become a dominant force in the Online/Internet 
Gaming Industry. By this time next year, we 
intend to have at least six real-time games being 





X-Fighters: A full-fledged Aces product 
your own planes 





with the ability to roll 
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MiniGolf: A nice balance between game and 
sports simulation 


management brought under control, this last 
could prove a real contender in the real-time 
space strategy game category. 

Finally, don’t be surprised if Front Page 
Sports Golf and MiniGolf bring fresh fun to 
the world of virtual links. Both titles look in- 
depth and snappy; MiniGolf in particular 
looks like a nice balance between game and 
sports simulation, with plenty of opportunities 
for fun animation. 

More as we get more. —Steve Wartofsky 


played directly over the Internet.” 

Of ICI’s current roster, WarBirds is one of 
the most popular online flight simulations, 
allowing players to fly WWII fighter planes 
and bombers. According to Robert Salinas, 
ICI’s Vice President of Marketing and Sales, 
“We currently have people from every part of 
the world playing WarBirds directly over the 
Internet. In fact, last week we had players. 
from Australia, Japan, Germany, and Brazil all 
flying in the same fighter squadron. Our 
breakthrough technology provides for smooth 
gameplay over the Internet with only a 9600. 
baud modem requirement.” -Steve Bauman _ 
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BATTLEGROUND 6 


TalonSoft’s award winning Battleground® series returns to the era 
of Napoleon and the titanic clash with General Kutuzov and his 
glorious Russian Army of the Czar at Borodino, September 7, 1812. 
Can you push the Old Guard forward and march on Moscow? 
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TAA ellelaresmmerel pm NCE CBlmilcRSCiMtelCMciclcicm elem lity 
© Copyright 1995,1996,1997 TalonSoft Inc. P.O. Box 632 Forest Hill, MD 21050 (410) 933-9191 
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Che News 


Star Trek Generations 


Engaging the next generation of gamers 






FOR THOSE WHO'VE 
always wanted to hang out with 

Captains Kirk and Picard, Star Trek 
Generations will make all your dreams come 
true. Based on the film, the game has you 
assisting Kirk, Picard and the rest of the Star 
Trek: The Next Generation crew in finding 
Soran (played by Malcolm McDowell in the 
movie), who's willing to do anything to 
return to a place called the Nexus. That any- 
thing includes blowing up entire star sys- 
tems (and killing all those within) with a new 





Randomized plot elements will keep the game 
from being too easy for fans of the movie 


_ to GameSlice. Apologies to all concerned... | 


Zork Gra nd Inquisitor * the ae on their upcoming  Seventurs. “I 


A classic returns —- why arGUE with success? 


HAIL TO THE WHITE 

House where no one has ever heard 
~ of the Lincoln Bedroom and where you 
can crawl into the kitchen window at any 
time without being shot. This White House 
existed solely as a gateway to the Great 
Underground Empire in the world of Zork, of 
course, and will be born again this Fall when 
Activision plans to ship its new Zorkian 
adventure, Zork Grand Inquisitor. 

After the rousing success of last year’s Zork 
Nemesis (it is cer- 
tainly on our list of 
top games), it’s not 
Surprising 
Activision has cho- 
sen to heap yet an 
eighth title in the 
pile of its Zork fran- 
chise games. The 
many who com- 
plained that Zork 
Nemesis, with its 
Sparse, stark and 
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weapon he's developed. Your 
job, should you choose to 
accept it (oops, wrong flick), is 
to find him before he kills 
again. Gamers who've seen the 
movie will not have the advan- 
tage of knowing exactly where 
Soran is going next, as the 
game will randomize all of the 
major plot elements and loca- 
tions. Also new to fans of the 
film are original video 
sequences not seen in the movie. 
Generations occupies that nebulous realm 
between an action and adventure game. It 
has the story structure and pseudo-puzzles 
(via the “Stellar Cartography” segments) of an 
adventure and the tactical ship-to-ship and 
first-person 3D combat of an action game. In 
3D mode, what's immediately apparent is how 
small the viewing area is. That limitation does 
allow for slightly better visuals (less area to 
render), but the 3D engine doesn't have all the 
latest gee-whiz features, like polygonal char- 
acters. There will be plenty of bad guys on any 
of the 15 first-person missions; however, 
twitch fans shouldn't think of Generations as 


ata —In issue 73 we mistakenly identified Vic Tokai as the publisher of The Gene 
shin ie. They are not publishing that title in the US as version reviewed was the UK ver- 
_ sion). Also in that issue, we mistakenly used some | 


2 images without attributing them 





The 3D view is small, but the visuals have plenty of detail 


TrekDOOM (the license won't allow that sort of 
un-Federation-like behavior). 

You can expect to be engaging your tri- 
corders and setting your phasers on “maim” 
this summer. —Steve Bauman 

Star Trek Generations 
Windows 95 


* MicroProse ° 





Engage this, buddy 


— Interplay announced that it will be releasing a a one CD-ROM 


D compilation They've Moa the ue to the old SSI “ _ 
ently cloaked - So has pulled 


or trilogy and | 


somber world, was somewhat devoid 
of the flavor of its predecessors will be 
pleased to hear that Grand Inquisitor 
promises to recreate the wonder and 
humor of the early days of Zork. While 
hoping to captivate longtime fans of 
the series, the developers are still 
looking toward a future in which they 
will take the Z-Vision engine used in 
Zork Nemesis and push it to its tech- 
nological limit, opening the world of 
Zork to new fans with more eclectic 
taste in tech. The new features will 
include a different method for travel- 
ing between already-explored environments 
(hooray!), more richly defined and interactive 
gameplay and a new interface. 

The Grand Inquisitor of the Great 
Underground Empire (GUE for short) has 
placed a ban on magic in the kingdom. Why? 
He's insecure about his weaknesses, and has a 
need for power over his constituents. Maybe 
it's one of those control things he hasn't yet 
been able to work through with his therapist. 


s, the Eye of 





, saying they're moving away from 2D point- 





A fish market mock up. Or is it? Nothing is quite as it a- 
piers in the GUE 


Anyway, you as The Adventurer (ah, nostalgia) 
must join forces with the magic resistance 
and a Dungeon Master creature. You will jour- 
ney back to the classic eras of Zork to restore 
three enchanted treasures. Success will 
return magic to the lands. 

So save your zorkmids and sit tight. Actual 
Brogmoid sightings await. - Dimwit Yans-head 

Zork Grand Inquisitor * Activision * DOS, 
Windows 95, Macintosh 
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First-Person Perspective Action like yowe never seen before. 





e Full 3D-Polygon Characters with body parts that separate as you 
lay into them. The enemy keeps coming at you though, if it is able. 


e Lightning-Quick 3D gameplay, even on slower systems. 


Incredible Transparency Effects, as heads roll on the floor they kick 
up dust. Invisibility Power-Ups really look the part. 





ee 
SCORED RSs Multiplayer via LAN, Internet, or modem. 
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Command & Conquer Gold Edition for Windows® 35! 


RAUL UNEW GULE EDITION FERTURES 





Super VGA Graphics intensify 


Revolltsaiie late Mey cell clantcvall 


Tclatcimm(-velonronm (velo ol(en 


Play against competitors across the world 
with Westwood Chat* 





New Command & Conquer Theme Pack includes 
screen savers, icons and desktop patterns 


ne 









, Now Available For Windows 95. 





Command & Conquer is a registered 


Available at retailers everywhere 


é Pe i trademark of Westwood Studios, Inc. 
or call 1-800-874-4607 Sac i, @) Ss) © 1997 Westwood Studios, Inc. All rights 
* Donuirac avick : i : — reserved. Windows 95 is a registered 
a ee Ss a trademark of Microsoft Corporation. 


www.westwood.com 


Talkin’ baseball... 


It’s must be spring — here come the baseball games 
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h@ IT’S SPRING, SO IT 
gy MUST be time for baseball. Despite 
signs to the contrary, it looks like every- 

one will be doing a baseball game in 1997. 

In the leadoff spot is Triple Play 98. EA 
Sport’s latest and greatest will feature polygo- 
nal players, which should come as no surprise 
to anyone who’s sampled the rest of their line- 
up. They’re promising improved AI and strate- 
gy (one of the main weaknesses of Triple Play 
97), three times the statistics of the first game, 
inter-league play, expansion teams and drafts, 
network play, 30 stadiums and “intelligent 
crowds” (where the size and energy depends 
on your team’s performance during the sea- 
son). The play-by-play will come courtesy of 








Microsoft Baseball 


and- ick adventures... Beefina up a Storm — 


Jim Hughson, with color commentary 
from Buck Martinez. Current plans are 
to release it in time for the beginning 
of the baseball season. 

On the mound is Grand Slam 97, 
Virgin’s second sports game (following 
the well-received NHL Powerplay 96). It 
has a number of features separating it 
from the pack, including 3D accelerator 
card support and varying views. The best new 
feature is the “Pitching Meter,’ which brings a 
type of Links golf control to the art of pitching. 
Hold down the button for speed and release it 
as it passes in a certain region to determine the 
“quality” of the pitch. It works exceptionally 
well, even in beta form. The fields are 34D, but 
the players are bitmaps. The biggest knock on 
Grand Slam is that it only has the MLB Player's 
Association license, which means you'll get real 
players on fake teams (just like previous ver- 
sions of Accolade’s Hardball). 

Speaking of that venerable series, 1997 will 
see a new edition, cleverly titled Hardball VI 
(itll hit cleanup). Unlike its predecessors, it 
has both the MLB and MLBPA licenses, mean- 
ing real players and teams. Like Triple Play 
98, iv ll be true 3D with polygonal players. It’ll 
have the usual improvements to AI, stats, 
trades, drafts, awards, and it'll finally add 
“consecutive season play,” with players who 


$s announced a worldwide exclusive pub- 


lishing and distribution agreement with ex-id besenme iain Romero's company 
In oe news, sine ve a a Made publishing and distribution agreement with 


Darklight Conflict 


It’s allin the graphics, dude 





Woaltial THE FOLKS WORKING 
. On space- .-simulations have it easy. With 

~ no real-world equivalent, there’s little 
emphasis on “realism,” and not having to ren- 
der any terrain means they can focus on all of 
the little details (like texture mapping, fancy 
ship designs, etc.). Darklight Conflict takes this 
philosophy to heart, because when asked how 
it differentiates itself from the swelling ranks of 
3D outer-space shoot ‘em ups, the main 
response seemed to be “it’s all in the graphics.” 
Darklight Conflict utilizes a sophisticated 


The slick hyperspace effect 





3 — Game designer Chri: (of 
compart) : 
§ the interactive righ: to the | 


game, set for release in Fall of 1997, will be a 


lighting model, allowing full light 
sourcing, shinier and brighter 
ship textures and multiple-col- 
ored light sources (different 
weapons generate different col- 
ors). All of this in high-resolution 
with a good frame rate to boot 
(the game was on display at last 
fall’s ECTS show in London, and 
already looked pretty slick). 

The game will include over 
50 linear missions, all taking place in outer 
space; mission types include dog- 
fights, bombing runs, placing virus 
bombs on ships, rescue missions uti- 
lizing a tractor beam, and missions 
where you control a gun turret on 
your ship, while the computer controls 
your ship (some will reverse this lay- 
out). Successfully completed missions 
will reward you with bigger and better 
ships and weapons (there are five 
ships, and 15 weapons in all). 





Grand Slam 97 


improve, age, deteriorate and retire. 

Finally, managing our little team of games 
is Microsoft, whose last two entries in the 
sports genre were less than successful, criti- 
cally (Soccer and NBA Full Court Press). They 
are currently working on a baseball game, 
now referred to as Microsoft Baseball. All 
they’re say at this point is that it’s being devel- 
oped by WizBang! Software, who created 
HyperBlade for Activision. —Steve Bauman 


NOAH COATES 
SKIN TONE: 1 
HAIR STYLE: 3 
HAIR COLOUR: 4 
EYEBROWS: 1 
FACIAL HAIR: 2 
HAND: 
HEIGHT: 61 

WEIGHT. 235 

TEAM: DIAMONDBACKS = = 





Triple Play 98 


ler fame) has finally formed a new 


avy Gear — Activision has licensed from Target 


r giant-robot role-playing universe. The first _ 
| utilizing an enhanced _ | 





Lighting effects, lens flares... you want ‘em, you got ‘em 


And don't forget that old crowd favorite, 
the lens flare. 

The fiction puts the player as one of a hand- 
ful of genetically created humans, who are 
allowed to fight alongside the Repton clan. 
You'll need to learn the language and customs 
of your allies, which is essential to your survival. 

With loads of network play options 
(including variations of tag, deathmatching 
and “capture the flag”), Darklight Conflict may 
have the “light” stuff. -Steve Bauman 

Darklight Conflict * Electronic Arts * DOS 
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Kt WN space flight simulator. 


Translucent texture mapping for unprecedented 
wy cloaking effects:. 


Real-time color light sourcing for startling realism. 
Fnemy artificial intelligence that learns and 
adaptseto your battle style. 


No one this side of Kirk has flown 


anything this advanced. 
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Fly up to four Federation starships against 
30 amazing 3-D polygon alien ships. 








Starring William Shatner, Walter Koenig, 
with a special appearance by George Takei 
in their legendary roles of Captain Kirk, 
Commander Chekov & Captain Sulu. 














STAR TREK 





9e the flagship of — 
star Trek line of games. 














Developed and Published by 


EE 


BY GAMERS. FOR GAMERS.” 


Over 25 challenging missions in spectacular 
_ 3-D environments. 





WWW.INTERPLAY.COM 
WWW.MACPLAY.COM 


Starfleet Academy Software ©1997 interplay Productions. Trademark and ©1997 Paramount Pictures. All rights reserved. Star Trek, é Windows" 

Starfleet Academy and related trademarks are trademarks of Paramount Pictures. MacPlay and Interplay are trademarks of Interplay 

Productions. All rights reserved. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment, Inc. All rights reserved. Windows® 95 is a 
registered trademark of Microsoft Corporation. All rights reserved. All other copyrights and trademarks are the property of their respective owners. All rights reserved. 
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Out of the ionosphere 


1997 titles from veterans at FormGen 


RECENTLY FORMED SOFT- 
WARE publisher ionos has officially 
announced its first titles, all expected to 
be released during 1997. From the same peo- 
ple who brought you Duke Nukem 3D and 
Terminal Velocity at FormGen come four new 
titles: The Roswell Omen, a graphic adventure 
based on the 1947 Roswell incident, Demon 
Star, a multiplayer arcade-style space shooter 
with DirectX and Microsoft Gamepad support, 
Crazy Drake, a 3D arcade-style cartoon that 
pops balloons and stars deranged poultry and 
finally, Zapitalism Deluxe, an expanded ver- 
sion of LavaMind’s Zapitalism. 
The Roswell Omen (Marlin Studios) is a 3D 
adventure game about UFOs and the possibility 












Dogfight 


of life on Mars. This summer marks 
the 50" anniversary of the purported 
crash of a UFO in the desert near 
Roswell, NM. The game explores the 
plausibility of such a crash and 
hypothesizes about the probable 
intent of such an imagined invasion. 
Raytraced, 24-bit 3D art is displayed 
in the game at full-screen on a 
Windows platform. 

Demon Star from Mountain King 
Studios (developers of Raptor) is an 
arcade shooter boasting 18 levels of ever- 
increasing intricacy. During the game, a second 
player may jump in at any time to further 
thwart your efforts to destroy alien ships. 

Crazy Drake, by Neurotech, is a Windows 
95 game which has the good fortune of star- 
ring a duck. If you’re too lazy to walk across 
the gameworld, simply grab a balloon by the 
string and wait 79 more days. Some piercing 
dilemmas might occur, however, so watch out 
for sharp objects; or don’t they allow them 
where you are? 

Zapitalism Deluxe is fantasy business 
simulation which is simply an expanded ver- 
sion of the original Zapitalism, developed 
by LavaMind. It will combine both strategy 
and some role-playing. The player controls 
one of six stores on an island which hasn’t 







Parsoft enters WWII melee with its next flight simulation 





PARSOFT, FAMOUS FOR 
Hellcats Over the Pacific , A-10 Attack! 

and the recent A-70 Cuba! is hard at 
work on a WWII combat simulation. 
Tentatively titled Dogfight, it will provide his- 
torically-based Axis vs. Allied air combat. The 
initial release will model about 12-15 differ- 
ent aircraft. You'll be able to fly any aircraft, on 
either side, and issue commands to other air- 
craft or switch between aircraft. 

Dogfight is designed for the average gamer. 
There is a mission planner, but the missions 
are partially pre-programmed. Aircraft sys- 
tems and controls are fairly straightforward. 
Additional complexity will be there for the 
hard-core flight simulator fans, through 
adjustable features. Multi-player capability 
over the Internet, local area networks and 
modem will be standard. There are tentative 
plans to set up a dedicated Kali server for the 
game, as Activision did for A-10 Cubal. 

This game is designed as a very high-end 
simulation, using the advanced features of 





the 3D graphics accelerator cards. 
Since the present market is not 
large enough to support a game 
that is solely 3D, a “software emu- 
lator” has been created; this fea- 
ture mimics the most important 
aspects of the 3D hardware cards, 
like Z-buffering and perspective- 
accurate texture mapping, using 
only software. 

Dogfight has a “physics” force 
model utilizing full floating point 
equations for all aircraft. With these 
pre-determined equations, Parsoft 
plans to make it possible for other 
people to develop airplanes and 
share them for use in the game. 
Similarly, there’s a possibility of 
allowing third parties access to the database. 
This would allow others to build “worlds” in the 
simulation. These worlds would be accessible 
in stand-alone and multi-player modes. 

While the final product may include far 











Crazy Drake 


been open to trade with other countries for 
1,000 years. The goal is to make the most 
money faster than anyone else. Sounds 
familiar. 

All will initially be PC products, with prob- 
able Macintosh releases to follow. Release is 
scheduled for Ist quarter 1997 for all titles 
except The Roswell Omen, which is expected 
by the end of Q2. - Cindy Yans 


@ File Foi Options scenery 





Flying the polygonal skies 


more than is mentioned here, some things 
may not make the final cut, either. Dogfight’s 
release is presently scheduled for the fourth 
quarter of ‘97. -John Nolan 

Dogfight + Parsoft * Windows 95, Macintosh 
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“The BEST MULTI-PLAYER 
STRATEGY GAME around! 


Computer Gaming W 


“THE MOST INVOLVING GAME 
EXPERIENCE you've ever had!” 


PC Gamer 


“The game 
Play is FRUSTR 
ADDICTIVE!” @ bajandin an 


‘Stars is AN 
EXCELLEN 
fi 99 
Strategy Plug GAME! 





SUPPORTS UP 
TO 16 PLAYERS 


"Yh bl game tn iy on i” 





TEL No. 800-216-9706 www.empire-us.com 











Che News 


To 3D or not to 3D 


That Is no longer the question — now it’s which one? 


AS THIS IS BEING 

written, Intel MMX machines are just 

breaking onto the scene at retail level; 

no major new games with Direct3D or spe- 

cial 3D hardware acceleration support have 

been released, and AGP is supposedly just 
around the corner. 

What’s a PC performance freak to do?! 
Decisions, decisions. At the software 
there are lots of promises, and the industry in 
general has acknowledged the need to work 
through hardware acceleration for most 
upcoming 3D titles. Right now, though, there’s 
not a /ot out there to warrant a major hardware 
upgrade. By the time there is, will the next gen- 
eration of hardware be ready to go out the 
door? Hard to tell at the moment; plans are 
there, but obviously most of the hardware 
companies don’t want to curtail sales of their 
existing product, so delays — 
even if only for marketing rea- 
sons — are inevitable. 

At the hardware level, MMX 
has yet to prove itself as more 
than a small evolutionary step @ 
for certain kinds of software j 
designs. Chip acceleration has 
pretty settled down 
around units, the 


level, 


much 
two 


©1997 Broderbund Software, Inc. The Last Express and Broderbund are trademarks and/or registered trademarks of Broderbund Software, Inc. 


Rendition Verité 1000 and the 3Dfx Voodoo. 
The S3 Virge/Virge VX seems to provide a good, 
integrated solution, and the Matrox Mystique 
option misses the boat because of a few miss- 
ing acceleration features. We'll keep this brief 
report focused, first, on the Rendition-based 
cards first (as they’re the most plentiful), then 
next month on the 3Dfx-based cards. 


3D Blaster PCI, Reactor, Screamin’ 3D 
At the pure hardware level, there’s little to dis- 
tinguish these three video cards from each 
other. All use the Rendition chip, all provide the 
same flash EPROM BIOS reprogrammability, all 
offer 4MB of EDO RAM, a 14.31MHz oscillator 
crystal (well, the Screamin’ 3D’s is marked as 
14.318MHz), and the usual assortment of _resis- 
tors. All three use a 135MHz RAMDAC, a 
Brooktree unit for the Intergraph and Sierra 
cards, an AT&T chip for the 
card. The 
Intergraph Reactor uses a 


Creative 


few traditional circuit com- 
ponents whereas the 
Creative Labs 3D Blaster 
PCI and the — Sierra 
Screamin’ 3D use entirely 
surface-mount technology, 
but this shouldn’t matter 


much if at all. The memory 
chips on the Reactor and 
Screamin’ 3D are marked 
as 45ns units whereas 
the memory on the 3D 
Blaster PCI is 50Ons, 

but again, the differ- 
ences here are infini- 
tesimal. If you’re into 

the aesthetics of cir- 

cuit board and com- 
ponent layout, the 
Screamin’ 3D’s is 

the cleanest of the bunch, but again, this is not 
really a deal-maker or -breaker. So consider all 
three boards essentially identical physically. 

The differences arrive in the areas of sup- 
port, updated drivers, latest version of flash 
BIOS available and software packaging. Even 
here, distinctions are minimal: the turn- 
around for driver and BIOS updates has been 
quickest for the Sierra card, Intergraph seems 
the easiest to get through to on voice tech sup- 
port, and Creative seems to have the widest 
retail distribution. 

Performance in traditional 2D mode was a 
small issue with the first, pre-release versions of 
the Rendition card; no more. One of the things 
holding up fast 2D Windows 95 performance — 
some sort of interaction between the hardware 
pointer acceleration and the animated mouse 
cursor software — has been resolved for all 
three cards with BIOS and driver updates. All 
three cards are now competitive with the best 


Screamin’ 3D 








previous 2D cards in overall Windows perfor- 
mance, and of course provide an entirely new 
generation of technology in their 3D support. 
VESA 2.0 SVGA support is built into the BIOS 
for all three cards as well, and SVGA perfor- 
mance is nothing short of spectacular; the 
Rendition basically uses its RISC engine to do 
SVGA, and outperforms previous-generation 
cards noticeably in DOS SVGA modes. A utility 
available on the Internet, called RenUtil, may 
improve the unremarkable VGA DOS perfor- 
mance significantly with some software. 

Some of the most important things to note 
about the kind of hardware acceleration the 
Rendition chip provides are that it’s bus-mas- 
tering, it’s capable of off-loading triangle setup 
from the CPU (i.e. it’s an independent geome- 
try engine), it’s reprogrammable, and its per- 
formance doesn’t scale with changes in CPU 
speed. In plain English, this means that 
Rendition-based cards are optimal for those 
who want maximum flexibility, true parallel 
performance in a PCI bus environment and 
some speed assist with the basic polygon cal- 
culations their Pentium CPUs might otherwise 
overload handling. A 100-166MHz 
Pentium is the optimal CPU performance range 
for this card, i.e. the area where you'll get the 


when 


most dramatic improvement in performance 
from the Rendition’s specific technology. 

In the next part, we’ll look at the strengths 
of the 3Dfx-based cards, and the reasons why 
they may be the best choice for high-end sys- 
tems. —Steve Wartofsky 


IT WAS THE 


A CD-ROM thriller by Jordan Mechner, coming in April. www.lastexpress.com 








ComStar Xt SVD 


A modem that goes Zoom in the night... * 


THE COMSTAR XT 
SVD’S features read like a laundry list; 
V.34 33.600/28.800bps, Group 1 fax/voice 
modem, full duplex speakerphone (simultane- 
ous talk and listen), digital answering machine 
with voice mailbox system, support for distinc- 
tive ring, and Caller ID, plus “Zoom Guard” light- 
ning protection with a seven year warranty. 
While alone these types of features seem almost 
commonplace these days, perhaps the feature 
that will separate Zoom’s latest from the rest is 
the introduction of SVD (Simultaneous Voice 
and Data). Sure, you’ve seen promises of SVD 
and it’s hard not to imagine that a “jack of all 
trades” product will offer mediocre overall per- 
formance, but that isn’t the case here. 

Although it is a Plug and Play device and 
the Windows 95 installation truly is painless, 
you can plug this baby in and go in DOS as 
well. However, the bundled BitWare program 
required to access all of the features is 
Windows only. Nevertheless, fax performance 
was good; however, high speed connect per- 
formance lagged slightly behind a US Robotics 
Courier V.Everything. 

For gamers, the good news is the ComStar’s 
SVD actually works, and it requires no TSR 
(just add an AT command to your init string). 
The even better news is the SVD is based on a 








standard. Any SVD modem compatible with 
Rockwell international’s AudioSpan & V.61 will 
do. We tested the ComStar with Duke Nukem 
3D, Quake, ATF, and NASCAR Racing 2. Only 
Duke 3D exhibited no problems, and NASCAR 
was totally unplayable. As expected, SVD cre- 
ates performance hits at every baud and the 
sound through the speakerphone setup was 
marginal (like all speakerphones) and even 
worse at the lower baud rates, but it works. 

We can accept the sound quality issues, but 
the two things that bothered us the most are: 
1) no volume control on the external speaker 
(the lowest setting is enough to wake people 
in other rooms), and 2) we'd really like to 
have a printed command reference card. 
Having to boot up Windows just to view the 
manual is silly. 

Even with all of the features of the ComStar, 
it cannot fully replace a separate phone line or 
stand-alone fax machines. However, if you can 
afford to tie up your phone for as long as 
you're online, given the bang for the buck, the 
ComStar is a mighty attractive (albeit very 
lightweight) package that’s hard to resist. As 
long as you don’t expect the absolute best 
sound clarity or data performance, and want 
SVD with games that run well at 9600 or less, 
take a look at the ComStar. —Ben Chiu 


EUROPEAN TRAINS YOU GOT KILLED ON, 


“sBroderbund 













Activision * DOS 


Did you find Quake too easy, well did you 
punk? You ain't seen nuthin’ till you've tried 
these two add-ons, designed by Hipnotic 
Interactive (The Rift) and Rogue Entertainment 
(Scourge of Armagon) and officially sanc- 
tioned by id Software. Each pack has 15 lev- 
els and new weapons and monsters. The lev- 
els included in an advance copy are a lot 
more visually complex than Quake’s, but with 








AnyRiver Entertainment * Windows 9 


Stay tuned for a fast moving comedy adven- 
ture starring Rob Schneider of NBC’s Men 
Behaving Badly. On a seemingly ordinary 
day, you are out and about and are suddenly 
involved in a seemingly random street con- 
flict. Before you know it, you are whisked 
away to the strange island of Eseveron. 

The game's most compelling feature is its 
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Playmates Interactive » DOS 

ONCE THOUGHT LOST in the void of vapor- 
ware, Into the Void is finally nearing comple- 
tion. Similar in some ways to Master of Orion, 
this turn-based game has its share of differ- 
ences: it’s trimmed down (for example, you 
can't control tactical space battles) for fast 
play; has a different look and varying scales 
(you switch between planetary and stellar 


that complexity comes a noticeable drop in 
frame rate (this may change by the time 
they’re complete). The design of the levels 
lacks some of the elegance of Romero's 
Quake levels, occasionally being guilty of the 
“we can do this amazing effect, so let’s do it” 
philosophy of design. Nevertheless, they're 
wickedly hard, and should satisfy the blood 
lust of any devoted Quaker. -Steve Bauman 


G-Nome 

7th Level * Windows 95 

With Scorp, Merc, Human and Darken teams, 
a Campaign system and a few training mis- 
sions, this one seeks to compete full-scale 
with the likes of Earthsiege 2, Terra Nova and 
Mechwarrior 2: Mercenaries. The graphics cer- 
tainly look nice at the highest resolutions, 
and the control interface is customizable so 
that any combination of keyboard, mouse 
and joystick peripherals will be accommo- 
dated. At a pure technology level, the game 
looks just fine. 


Immersion Engine™. AnyRiver’s CEO has said 
“Fork shatters the myth that video can’t be 
used in a game.” With this engine in place, 
he may just be right. Action is fast and furi- 
ous right from the outset the feeling that 
you are really there is predominant — more 
than in any adventure to date. - Cindy Yans 





wn in the Dumps 
ps Media » DOS 
The Blubs are in the Big Apple and there'll 
be a hot time on the dung heap tonight. 
The Griswalds of outer space are 
Lampooning through the cosmos when 
thugs in hot pursuit run their vehicle into an 
average Earth dump. They must fix the ship 
in order to return to their homeworld where 
everybody has moley skin and tentacled 
heads. Terrific artwork and animation 
embody a Groening-esque approach to the 





views), and it will have support for up two 10 
players via LAN or e-mail. The beta seems 
quite far along; there are some interface 
quirks still and some errors in the extensive 
slide show-style tutorial, but no crashes were 
experienced. Gameplay evaluations will have 
to wait for the final, due out by the time you 
read this. —-Scott Udell 


This section of the magazine updates you on pre-release versions of software. In some cases, the games are considered “reviewable” 
by their producers; however, we feel they are in some way incomplete. We will be giving them a complete review in the coming months 





What's still not clear is whether the actual 
design of the game is more than an incre- 
mental improvement on what's already avail- 
able in the genre; there seems to be little in 
the way of Mercenaries’ resource manage- 
ment, and the gameworld seems flatter and 
emptier than the ones in either Terra Nova or 
Earthsiege 2.The variety of units is greater but 
performance variations don’t seem as signifi- 
cant once you plunk down and really start 
playing it. Time will tell... -Steve Wartofsky 





family and society. 

Designers use the Blubs’ diminutive size 
to comic advantage and add more than a 
touch of Ren-and-Stimpy-like humor. The 
result should be an entertaining adventure 
that’s not for the entire family, brought to us 
straight from the sphincter of Stinky, the 
Blubs’ family pet. Phew! —Cindy Yans 
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_ THE APOCALYPSE, 
HAS BEGUN. 


All seven ‘seals, have been broken. Every evil that 
p plagued the earth has become incarnate, disturbing the 
yalancing force between good and evil, man and spirit. 




























. . * INICIO OBJECTS A AND PREDATORY DEMONS 
NC only have you. stumbled blindly into a nightmare, 
you’ve Set the stage for the Apocalypse. 


And now only one can stop it. 
He who bears raat mark. The chosen one. You. 


> 
% 


Presenting | terrifying.3D eCaMooaleetccmebal el cometanealtars 
you’ve experienced before. Realms of the Haunting. 
The forces of darkness are gathering fc for the finial - 

showdown. ~° iia 


0 INTERACTIVE OBJECTS INCLUDING 
155 POSSIBLE INVENTORY ITEMS - 
PONS, AND MAGICAL OBJECTS. 





‘D CONTROLS ALLOW CUSTOMIZATION 
NTURE AND COMBAT LEVELS. 
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ATED CHARACTER INTERACTION rVFPLOT BRANCHING AND MULTIPLE ENDINGS. 
REAL-TIME, FIRST-PERSON, 
-D ENVIRONMENT. : 
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THE sales BETWEEN ULTIMATE GOOD & EVIL. 





° BY it FOR a 


©1996 Gremlin Interactive, Lid. All rights reserved. Realms of the Haunting and Interplay are trademarks of Interplay Productions. All rights reserved. Interplay ay is the sole publisher and distributor. 
Licensed from and developed by Gremlin Interactive, Ltd. All other trademarks are the property of their respective owners. 
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A City UNDER SIEGE 
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Base Sweet Base 
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-‘Tuese Crry Streets: THe Stratecic Move 




















SAA Sieecee X-COM: Apocalypse 


BASED ON PACTS 
You*ve BEEN 
READING A\BeuUze 


them a little visit. 
Politics in the earlier games meant keeping the nations of the world safe from harm; suc- 


ceed and they paid you, fail and they reduced funding or, even worse, they went over to the 
alien’s side. The situation in Mega-Prime is much more complex and murky; here you'll have 
to deal with dozens of different organizations, all with their own take on things. Some of 
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JUNIE IN =nxel 


Niskx Golloo 
OF IMIVInoOS 


hile X-COM has gained quite a bit 
of notoriety, most people know 
little of its background, or of that of its 
creators, Julian and Nick Gollop, founders 
of Mythos Games. While X-COM hit the US 
market out of the blue, folks over in the UK 
(who knew the game as UFO: Enemy 
Unknown) may not have been surprised, 
given their familiarity with games from the 
Gollop brothers. Between the two they’ve pub- 
lished eleven games, including the titles Time 
Lords for the BBC model B computer in 1983, 
and Laser Squad, the game many consider the 
immediate ancestor of X-COM. I got to spend 







these organizations are particularly ripe for alien infiltration, and all seem to be armed to 
some degree or another. Because so much of the alien activity is covert and through human 
fronts, you may sometimes have to raid another organization's building—-even if there is no 
reported alien activity there-either because you suspect an alien presence or in retaliation 
for some kind of offense. Be warned, though; raiding another organization causes hostility 
between that organization and X-COM, leading inevitably to human versus human firefights 
(or even human versus human and alien firefights). 

As X-COM commander you'll have a variety of vehicles at your disposal, both ground- 
based and airborne (and, potentially, others). Most of these can be armed in a variety of ways 
and equipped with various means of propulsion; some can have extra equipment added, 
including cargo or passenger pods or things of a more exotic nature. 

As the aliens’ influence grows in Mega-Prime they'll get bolder; sightings will no longer 
be limited to forms lurking in hallways or to glimpses outside. As with earlier games you 
can send interceptors chasing after UFOs, either to observe where they go or to attempt 
to shoot them down. Vehicular combat in a city is much more ticklish than it was over 
open ground; buildings may get in the way of those plasma beams, something that’s sure 
to annoy the building's owner. If things get really bad, you may even find aliens wandering 
the streets; at least one of these-the Overspawn-is quite large and will, in Godzilla fash- 
ion, start smashing any part of Mega-Prime it can get its manipulators on. Such a critter 
will be any X-COM commander's nightmare, especially if his or her forces are already com- 
mitted elsewhere. Like | said earlier; | think gamers will find plenty to do within the con- 


fines of Mega-Prime. 


Down AND Dirty: Tacticat COMBAT 
First off, an answer to the question that X-COM fans everywhere have been asking: yes, tacti- 
cal combat can be in real-time or in classic turn-based mode. While the original concept 
called for a purely real-time design, player feedback was enough to convince MicroProse and 
Mythos to reinstate the turn-based combat option. Ina beta version of the game we have 
you are allowed to choose which mode you wish to use for each tactical combat you enter 
into; a nice touch for the players who would like the flexibility of both styles of play. 

Even in real time, much about the tactical combat remains as it was in the earlier games. 
Agents can fire weapons or throw items, can walk or run, or can kneel down for that extra 
accuracy; they can even go prone and crawl. Agents can now jump small gaps in the floor of 


huge metropolis; you'll find there’s 
a lot more going on, a lot more of 
the organizations are fighting each 
other at the start of the game, crimi- 
nal games are more active, things 
are more difficult... Obviously, the 
aliens take advantage of the fact that 
these organizations are either fighting 
each other or are hostile to each other 
and may possibly be tipped over into 
open warfare if you’re not careful. 


Men (not) in Black 

i : Pa 
responsible for X-COM: Ame 
Julian (third from right) and 


e Mythos team 
ypse. Interviewees 
Nick Gollop (far right) 


Research and uncovering information is 
a big part of the fun in X-COM. What’s 
the research tree going to be like in 
Apocalypse, and how will the story 
be unveiled? 


some time talking with the Gollops about 
Apocalypse, and we thought we’d share some 
of their comments with you. 


CGS+: Does the layout of Mega-Prime change 


each time? 
We’ve tried to make sure the research 


tree reveals the story of the game, so 
that initially you may not be totally clued 
as to what these aliens are about or why 
they’re here, but as you go through the 
research you'll discover basically what 


The Gollops: There’s five different versions 
of the city corresponding to the five difficul- 
ty levels. Basically the first difficulty level of 
the city is a simpler affair and not so com- 
plex. On the highest difficulty level it’s a 
CONTINUED ON PAGE 34 
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If you play only one real RPG this year, it will have to be... 





A GURPS Postnuciear Adventure 


“Fallout has everything necessary to be the best roleplaying game of all time” 


— Next Generation 
ZB ‘ Coming Soon for 
semitandiepante Win 95/D05, and Mac 





© 1996 Interplay Productions. Fallout: A GURPS Postnuclear Adventure and Interplay are trademarks of Interplay Productions. All rights reserved. 
GURPS is a registered trademark of Steve Jackson Games Incorporated. Used under license by Interplay. All rights reserved. 


Ae seeme X-COM: Apocalypse 


a building. In real-time, Agents will fire automatically (depending on their aggression level) 
INf= Var A as they acquire targets, although you will still be able to set the type of fire they use (aimed 


or snap shots or automatic for weapons capable of it). 
[Ly ¢ 


One significant addition is the use of squads; before starting into a tactical combat situa- 
tion, you can divide your Agents into different groupings. These can range in sizes from one 
to six Agents apiece, and you can have up to six squads in any engagement. They work in 
both real-time and turn-based modes, although it is in real time that they are particularly 
useful. Squads can be given movement orders, and can operate either in loose cluster or line 
formations. You may also, of course, give specific movement commands to individual Agents, 
but you may find that squad orders are a very useful time saving device. 

The buildings of Mega-Prime are generally much larger than anything you encountered 
in the earlier games (larger, perhaps, than even the alien bases were). Most of them are 
multi-level (a challenge indeed for real-time play); some, like warehouses, are mostly open 
space, while others are virtual mazes of corridors and alien hidey-places. Many different 
types of buildings exist as well, from open and well-lit public places like the Senate build- 
ing to dark dreary places like the Mega-Prime slums. The ownership of the buildings will 
determine the cast of characters you'll meet there; in addition to the many alien creatures 
and the poor dumb civilians, you might encounter government security forces, police, pro- 
fessional athletes, gangsters, and alien cultists (just to name a few). The personality behind 
these characters isn’t obvious yet (if, indeed, it’s there at all), but it’s interesting to know that 
they are there. 

One nice new feature is the random tactical scenario generator you can access out- 
side of the campaign mode. Select from building type, organizations, number of troops, 
weapons, and have at it. In this mode you don't have to play as X-COM; you can take the 
side of the aliens or one of the Mega-Prime organizations. In fact, you don’t even have to 
choose X-COM or the aliens at all, or you can go up against both X-COM and the aliens 

(or other organizations; you're not limited to choosing just two). According to Julian 
Gollop, “the way the scenario generator system works is that at the start of the game 
there's very little available in [it] but as you play the campaign game and you 
[encounter] more alien types and more weapons, research them, they then become 
available in the scenario generator....” 


Avert! AuiENS SpotTtep! 

As of this writing, X-COM: Apocalypse is entering its beta stage. MicroProse and Mythos are 
considering reworking the interface somewhat, so the screenshots here may not be com- 
pletely representative of the final product. There's a lot | haven't touched on here, including 
the trans-dimensional aspect of the game and just what might lie on the other side of those 
gates, but we don’t want to give it all away-the surprise is half the fun. Expect the X-COM 
infiltration to start in time for another summer full of gaming. 
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game is bigger. I think people 





makes them tick, what’s going on, and what 
these brain sucker things are all about and 
why they want to infiltrate society instead of 
waste it; all these kinds of questions actually 
get answered. 

[Similarly], if you examine the UFOpaedia 
it gives you some clues, hints, or descriptions 
of what the organizations are and how they 


relate to other organizations; at the start of the 


game your friends, your allies, are the police, 


Megapol, and the government; most other orga- 
nizations are fairly neutral towards you [except 


for the Cult of Sirius].... 


Some people, used to the global nature of X- 


COM, have expressed concern over the fact that 
in Apocalypse gamers are “limited” to operations 
in a single city. How did you decide to focus on a 
single city, and how do you think the gameplay 
will satisfy people used to the global perspective? 


We wanted to do something different....We had this 
idea for a vehicle combat simulation. The original 


plan was probably a bit wider in scope; you’d 
have the whole Geoscape, [you’d] have multi- 
ple cities, multiple tactical [battles], but that 
was just too big. 

Really, the scope of the game is in the 
amount of detail and variation rather than.. 
whether it’s just set in a city or planet or 
universe or the galaxy. Nick’s right, we’ve 

concentrated on the detail and the variety 
of things you’d encounter in a typical 215¢ 
century city.... I think that’s really 
[where] the game will pay off, because 
you'll find that different strategies will 
be either successful or unsuccessful, 
depending on which particular build- 
ing or tactical area you are fighting 
in.... Eventually, [you'll] get a bit 
more familiar with some of the 
areas; but you'll never be totally 
sure what to expect, because we’ve 
still got the random generation 
element in.... 
In practice, the scope of the 


will appreciate that eventually; 
maybe not initially, but pretty 
quickly they’ll see this is quite a 
big place and there’s a lot to 
explore, a lot to find out. 
The way that you should be 
able to play it is that you can try a 
number of different strategies, 
which may be equally good, but in 
some situations a certain strategy 
would be better, and in other situa- 
tions another strategy would be 
better. There’s no one way to win every 
scenario; this is what makes a strategy 
game interesting anyway, isn’t it? We’re 
trying to make sure that the game does- 
n’t fall into the trap that many strategy 
games do, i.e. once you’ve got the way to 
win or the strategy, every time you do it 
you're going to win, to figure the trick 
out.... We would like people to keep 
coming back to this game. o 
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Trackless environments give a rush 
more driving than a funkadelic beat. 


Over 30 wicked missions, plus LAN and modem 
combat meaner than an icy head freeze. 


Multi-camera angles offer views 
wider than Groove’s lapels. 








~~ Groove Champion, Auto Vigilante 
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Fully-Loaded Arsenal 









Over 25 armaments with enough 
firepower to create your own Death Valley. 





Killer instrument Panel 


Targeting, systems damage and radar gauges 
help you watch your rear and burn theirs. CB included. 


Anti-Mercenary Weapons Systems 


Forward, rear and dropped weaponry — plus a 
reinforced chassis for all-out hood-to-hood combat. 










lethally Smooth Handling 


Dead-on vehicle dynamics courtesy of all-terrain tires and 
customizable brake and suspension systems. Shocks guaranteed. 
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Coming to a showroom near you. 


Built funk-tough on Windows® 95. 
www.activision.com 
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ourse there are constraints, chiefiy in the 
at nasty Earth Ep opnere, WEIGH the 


1erability of the gas-based creatures to eaghinn hardware. All 
ered, it sounds like the perfect background story to a 
ywood summer blockbuster... or to a new, real-time strategy 

ie from Eidos. 

in the most basic level, Conquest Earth fits into the style of game- 
made popular by Command & Conquer and Warcraft IT. You 

and either the forces of Earth or of Jupiter in a series of missions 
JSS a Series Of maps; you establish bases and build up your forces, 


and you gather silicon (if you’re 
New lo t hi. § _ the aliens; you need it for your 
senre of games 


invasion efforts) or try to prevent 
the enemy from getting it (if you’re 
the humans). So far, so same, right? 
will be between- It’s when “ start to look at he 
fe details of the design that you'll see 
Mission & ame- that Eidos is satan to take the 
Pp lay e 1 emen ts genre beyond the C&C mold. 
The obvious improvements 
( at la st!). ». come in the area of visuals. The 
game runs in 16 bit color, which 
means the programmers have over 65,000 colors to play with when 
creating their visual effects, which will include things like “transpar- 
ent gaseous explosions, searchlight effects, shadows” and more. 
Unlike other games of this sort, the maps you'll play on are not tile 
based, and are instead hand-drawn, which means each map can have 
an incredible level of detail and variety. Maps, units, and vehicles are 
drawn at high resolutions and then scaled through four levels of 
zoom. Game editor fans shouldn’t despair; currently Eidos hopes to 
give you the ability to import your own maps (these could be just 
about any image, from a true map to, as one Eidos insider suggested, 
a picture of Lara Croft) to play on. You’ll even be able to set appropri- 
ate boundaries so tanks, for example, won’t be able to drive across a 
_ canyon without a bridge. 
Unlike some games, where the units are visually different but func- 


| The visual effects, particularly up close, are spectacular; 
sound effects will also grow more intense as you zoom into 
a particular firefight 
























Pig, ms el - egy 
’ me me 


A Looming out both gives you a better view 
of the strategic situation and a look at the 
stunning terrain 













tionally nearly identical (Warcraft 
IT) or even others where the units 
may be functionally different, but 
overall technology is similar (C&C) 
the gameplay for each side in 
m Conquest Earth will be completely 
fs different. If you're playing the 
humans, tactics will be much as 
they are in current games, with the 
exception of having to worry about 
the ever increasing alien atmos- 
phere. If you play as the aliens, 
things will be really different, from 
the look of the interface to the way 
you build an offensive force (several 
aliens can com- 
bine into other 
units, or a single 
alien can be “ter- 
raformed” into an 
earth object, 
which can then 
go behind the 
enemy lines). 
New to this genre 
of games will be 
= between-mission 
eee gameplay ele- 
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Meee §=©ments (at last!): 


A An Earth patrol gets bushwacked while as the alien com- 
trekking across some badlands mander, for 
example, you'll 
get to make decisions about where to invest the silicon you mined 
during your last tactical mission; should you give it to the advisor 
who wants to expand pod production of new troopers,” or to the 
advisor wanting to push the atmospheric conversion process forward? 

Eidos is planning on expanding the audience for Galactic Conquest 
by providing mechanics which will please both strategy and action 
gamers, without requiring them to use those mechanics if they don’t 
wish to. Strategists, for example, will make use of the waypoints fea- 
ture to route their units, or will set their units’ AI levels to anything 
from cautious Guard mode to Seek and Destroy. Action gamers, on 
the other hand, will be able to target one thing specifically and blast 
away at it with multiple clicks of the mouse, or actually take direct 
control over a unit and maneuver it with the arrow keys (leading to 
action akin to the Desert Strike action game). 

The version of the game we received is still in the alpha stage, so 
you can expect to see changes by the time it releases in late 
Spring/early Summer. Even in this state, however, it appears Eidos has 
some unique twists planned for us; here’s hoping that, for the sake of 


Earth (or Jove) they succeed. —Scott Udell 
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Need a hint? 


1-900 -CAL 


1-900 -225 -5248 
(g5¢ per minute. $1.95 for fax back maps.) 
must be 18 years or older, or have parent's permission = 
to call. touch tone phones only. F = 
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_years before. If there’s rent control in this 


here’s got to be a morning after... It 
may not be just as you had imag- 
ined. After nuclear destruction, 
what's left? Electronic Arts took a 
shot at the answer quite a long time 
ago with a little gem called 
Wasteland, and now close to ten years later, 
Interplay engages in another romp through 
the realm of post-nuclear survival. 

Having acquired the license for GURPS 
(Generic Universal Role-Playing System) 


< Some knick-knacks, frilly curtains...and it could appear in 
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Better Vaults and Gardens 


blood sausage” depending on which 
weapons you use. I’ve never seen a blood 
sausage explode, but I’m sure it’s very inter- 
esting. A wide variety of weapons include 
machine guns, laser pistols, flamethrowers, 
sledgehammers, knives, clubs, Gatling 
lasers, chainguns, plasmacasters, grenades 
and more. 

Even with its extravagant combat options, 
the most important thing to keep in mind 
about Fallout is that it is not just an RPG 





from Steve Jackson Games, Interplay plans & Med school charts for the cerebrally shooter. Designers have taken great pains to 


a series of computer versions of the popu- disadvantaged 
lar pencil & paper table game (currently in ASL Richa ET Sage 
the ninth printing of its Third Edition). 
Fallout was to have been the first of these, 
but at this time, the conditional GURPS 
license is no longer associated with this 
particular product. 

Fallout places you in the role of a third- 
generation survivor of nuclear holocaust. 
You live in Vault 13, one of the underground 
fallout shelters in which your grandparents 
were able to acquire a place more than 80 





aftermath, you certainly got yourself a deal. 
Vault 13 CGhome sweet home) is only one of 





create an experience which is completely tai- 
lored to the whim of the player. Character 
design can be as hands-on or as “pre-pack- 
aged” as you like. Computer generated charac- 
ters come in the usual vanilla, chocolate and 
strawberry varieties er, that’s combat, stealth 
and diplomacy. The player- designed ones can 
be nit-pick-generated point by point. 

Real time exists, giving us a sense of 
urgency about the tasks at hand, but in gen- 
eral the world is very open ended, allowing 
the player to roam all around Southern 
California and explore any area at will. A 
player who wants a simple, basic RPG can 
pick a pre-generated character, turn on auto 


many Vaults which house other lucky sur- A Walter wields a flamethrower as scorpions combat and go to town. But a more experi- 


vivors of the latest Armageddon. dance the hora 


Over the past eight decades, a brave soul has now and then ven- 
tured outside, but no one has ever returned. Perhaps they mutated 
and felt that they could simply not show their faces again. Who 
knows? Unfortunately for the Vault 13-ers, the water processing sys- 
tem has failed and it’s time for someone to go searching for another 
Vault and a replacement microchip. Guess who that would be? You, 
yes that’s right, you. Whoever said “you” gets an all-expenses paid 
cruise with Cryptic Cruise Lines — after attending a small six hour 
time-share seminar. 

We most often associate RPG with fantasy, but the designers of 
Fallout believe that the fantasy RPG market is saturated (or will be), 
and have decided to provide a less traditional alternative. The grim 
landscape of a nuclear wasteland is presented in all its harsh reality. 
We are urged to slap on that Mature rating right now, since in the 
deserts of destruction, annihilation becomes the word of the day. 
We’re talking massive violence here. Everything is shootable: people, 
animals, buildings, walls, fences, polyhedrons, polyglots, Pollyanna, 
everything. And people don’t just die in Fallout. Designers say that 
“they get cut in half, they melt into a pile of goo or explode like a 


enced player will be able to utilize esoteric 
skills and “called shots” (weapons targeted at specific areas), as well 
as learn special maneuvers and a variety of other skills. Although we 
have a background thread of real-time here, the combat is still turn- 
based, giving the player a chance to plan ahead, pick a maneuver 
and/or weapon, and target his or her enemy. 

The story includes characters who react to you positively or nega- 
tively, depending on your behavior. They are available to speak to you 
in lip synchronized conversation, and have facial expressions indicat- 
ing their emotional state. And speaking of emotions, the player will be 
presented with many moral and ethical dilemmas (akin to 
Wasteland’s situation, where the player must choose whether or not 
to kill a child’s rabid pet). There are no right or wrong solutions, but 
there will be consequences to all your actions. There are some tough 
choices, but they are all a part of the master plan to make this as 
immersive an experience as possible. 

So if it’s blood sausage you want, it’s blood sausage you'll have, 
but if all goes as planned, you should be able to build a more 
detailed and intricate experience in this multi-faceted role-playing 
expedition. —Cindy Yans 
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Survival comes down to two things, the role of strategy. 
And the roll of the die. 


INTRODUCING DRAGON DICE ON CD-ROM. Not since the invention of the 
broadsword has there been a more realistic way to experience the pace of 
battle. The new CD-ROM version of TSR's blockbuster hit, DRAGON 
DICE, takes you on a dangerously realistic journey into one of the most 
challenging and popular fantasy dice games ever. 

This animated DRAGON DICE adventure, begins in eons past, when 
the strength of the sword or the spell power of a sorcerer was the only 
difference between a glorious life, and a vicious, terrible death. 

You'll have to use all 128 of the games built-in computer dice to build 
your own dice armies, to scout enemies, and to avoid traps. Plus, each 
DRAGON DICE CD-ROM comes with a limited and collectible, TSR 
sanctioned DRAGON MASTER die. 

It's the most true-to-life dice battle of strategy you've ever encountered. But beware, because only the 
extremely talented, or the unbelievably lucky will survive. 
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wg BASED ON TSR’S BLOCKBUSTER STRATEGY HIT, DRAGON DICE. 
H CUSTOMIZE ENDLESS ARMIES FROM EVERY DIE AVAILABLE FOR TSR'S ORIGINAL DRAGON Dice (ALL 128) 
SINGLE PLAYER OR A 4 PLAYER NETWORK MODE DRAWS YOU INTO THE RICH HISTORY AND 
rae tae rs ee ® i set tear 
STORYLINE OF AN ANCIENT AD&D" UNIVERSE 


BEAUTIFUL ARTWORK AND DICE -TO-CHARACTER ANIMATION BRING THE POPULAR DICE GAME TO LIFE, 
CREATING A RICH GAME PLAYING EXPERIENCE 











Ww Coming soon for Windows 95° Download the interactive preview at www.interplay.dragonplay.com — 
Ags Check out TSR’s DRAGON DICE game available now. mv, 
DRAGON DICE™ and © 1996 TSR, Inc. Used by Interplay Productions under license from TSR, Inc. INTERPLAY is a trademark of Interplay Productions. All rights reserved. AD&D and the TSR logo are trademarks of TSR, Inc BY GAMERS. FOR GAMERS.” 
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while games like Time Commando were 


been in full-scale story sequel development 


_ excessive combat, not enough story, hideous 
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DOS, Windows 95 


Wherein our reluctant, relentless, surreal hero takes 
on magic space aliens to protect his pregnant wife 


ee iS 


hose of you who remember 
Relentless (also known as Little Big 
Adventure) have probably been 
wondering what happened to that 
bouncy little guy Twinsen. Though 
put (partly) on the back burner 


struggling to be born, Twinsen’s nevertheless 


for the whole two years since the release of 
the original game. The entire Adeline team 
has been coordinated intensively these last 
few months to bring the game to fruition, 
and the results are already stunning to look 
at and fun to play. 

With about 200 separate, independent 
areas for gamers to work through, and two 
hours of initial gameplay freed from the 
pressure of combat, the adventure side of 
the action/adventure equation’s being 
emphasized this time around. The designers 
took to heart the frustrations gamers experi- 
enced with the first design (difficult and 


save system, too short a game) and went to 
town with the process of filling out the story 
and situation in this sequel. 

The story this time around involves travel 
not only across Twinsen’s home world 
(which is once again under threat of 
destruction by the Esmers from Zeelich), but off to Twinsun’s moon 
and beyond. Attempting to tap into the magic of Twinsun, to absorb it 
for their own purposes, the Esmer aliens are going around kidnapping 
magicians and children; it’s Twinsen’s job, as potential Grand Poobah 
of Twinsun magic, to stop the Esmers, save the children, save the 
magic, and make Twinsun safe (for a sequel?). 

The game opens with a warm domestic scene between Twinsen and 
his almost full-term pregnant wife; immediate fears about the possible 
horror story this could quickly turn into (given the mood of the game 
industry these days) were put to rest, though. All turns out well in the 
end, and a child is born. 

That revelation won’t do anything to destroy the tension or excite- 
ment of the story here, though. What Twinsen has to do, and where 
he has to go to fulfill his mission is as involved and intricate as any- 
thing you'll find in computer adventure gaming; and the ingenuity 
given to the construction of the challenges along the way is without 
equal. For instance, in one scene demonstrated to us, Twinsen has the 
option of avoiding close, hand-to-hand (or spell-to-spell) combat by 
tricking his opponents into stepping into an airlock and being (amus- 
ingly) voided into the vacuum of outer space. Similar variations in 
solution to the immediate problem confronting Twinsen abound 
throughout the game, giving the player a chance to use what’s avail- 


<4 Twinsen takes flight 











A The environments are incredibly detailed 





A The character design is superb 








able in the gameworld’s environment to 
further Twinsen’s progress. 

Perhaps one of the most original features 
of the sequel to what was a truly original 
game the first time out is the combination 
of technologies offered to create the game- 
world here. Rather than go the route of 
providing a fully-animated 3D space, or 
take the Myst approach of generating high- 
ly-rendered static backgrounds, the game 
instead provides something in between full 
3D gaming and static 2D adventuring. 
Individual scenes are essentially rendered 
on-the-fly, depending on what angle the 
gamer wants to look at them. In other 
words, you get true 3D spaces, presented 
from a variety of angles you can choose 
among, but represented in static form. The 
advantage here is that this makes the game 
fully playable on everything from a 486 on 
up to a Pentium Pro, without any speed 
concessions or confusions. You still get to 
move in and out and around in a 3D space, 








.. the adventure 


side of the 
action/adventure 
equation’s being 
emphasized this 
time around 


but that space itself is 
presented as a scenic 
“still” while you’re in it; 
move on to a different 
part of the gameworld, 
and, Myst-like, the 
game renders the next 
scene you enter. The 
result is strikingly consistent; more dynamic than Myst clones, less 
dizzying and processor-intensive than Syndicate Wars (to mention the 
two extremes). The relatively static scenes give the designers a chance 
to provide incredible detail in animation, lighting, light-sourcing, and 
dynamic objects within the scene, without major performance hits. 
Thus the game ends up looking quite beautiful, without losing its 
charm as a game. 

As Twinsen progresses, he’ll get a chance to ride vehicles, operate 
all sorts of interesting things, develop his own magical skills, switch 
between five different behavior modes and, most importantly of all, be 
saved by the player at any point in the game with a single keystroke. 
With this game, Adeline might move the action adventure toward a 
whole new level of sophistication — without losing any of the original 
game’s charm. Nice work if you can do it. -Steve Wartofsky 
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“The real deal in real time.” “Red Alert has set a 

standard by which other 
strategy games are now 
judged.” —Happy Puppy 





“One of the best you'll find AT RETAILERS EVERYWHERE 
in the world of PC games.” QR CALL 1-800-874-4607 
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this one.” —PC 
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h no!” J thought when I got this assignment, 
“one of the first of the Master of Orion clones!” 
(we're expecting something like 14 of them for 
the coming year). Even worse, its title is close to 
that of SSI’s Imperium Galacticum, the true 
classic MOO is (arguably) a clone of. Then I 
actually installed the two CD beasty from GT Interactive and 

_ Hungarian developer Digital Reality, and boy did I receive a 

_ Surprise; even in its pre-beta format this game looks very, very 
_ interesting. In many ways Imperium Galactica looks like the 

_ game Battlecruiser 3000AD wanted to be, but with- 
_ Out the 3D space flight or some of the details (and, 

_ in pre-beta, it’s much more stable than the “final” of 
- BC 3000 was). 

Picture if you will a galactic situation rather like 

_ that in Asimov’s Foundation series: a huge sprawl of 
an empire made up of human and alien races; the 
beginnings of social and political decay, especially 
along the fringes of the Empire; and a mysterious 
_threat from outside the realms of “civilized” space. 

_ This is the situation at the beginning of Imperium 

_ Galactica; guess whose job it’s going to be to set 

LC things aright? 
You start the 


Tactical space aime as atow i 
combat 1 Sa lso Lieutenant, are 


given control of a 


real-tim é, hut small destroyer, 






























some planet. From these humble 


ditional overhead beginnings you’ll attempt to climb 
, through the ranks, gaining both 
p 1 ‘Sp ective... ating and recoameliilies What’s 
unclear at this point is whether or 
not your missions are “canned”; the first mission in the pre-beta 
always seems to start out the same, but hopefully by the time the 
game is finalized there will be some more randomness. 

Even at the start there’s a lot for a commander to do in this real- 
time game. The center of all your operations is the bridge of whatever 
ship you happen to be commanding; from here, you switch between 
stellar views (for directing your fleet around local space) and plane- 
tary views (for working with colonies). You'll get radio messages 

which send you out on assignments: escort a merchant, investigate a 

space battle, etc. (all the while maintaining an eye on your colony). 

Tactical space combat is also real-time, but from a more traditional 

overhead perspective (no Wing Commander wanna-be engine here). 

Luckily there are a couple of different speed settings, something you'll 
_ appreciate when things get really hectic. 


Colony management looks to be a game unto itself, and is like a 





| <4 The strategic-level star map 





















cross between SimCity 
2000 and the colony por- 
tion of Deadlock. You 
place buildings, set pro- 
duction levels and taxes, 
try to calm the masses, 

= etc., all while trying to 
Se = keep up with your other 








eas ee se: ae 


A Different world types will provide a duties. In the middle of a 
variety of colonial challenges disaster planet-side you 


get an urgent message; 
popping back to the 
bridge view, you receive a 
the call from the gover- 
nor of a nearby colony: a 
merchant vessel is under 
attack by pirates! You 
drop to the star map and 
set your fleet’s destina- 
tion; while moving, you 
hope to drop back into 
the colony view to solve 
the trouble there, only to 
be interrupted by another 
message... this time it’s 
the wife and kid, just 
calling to say “hi!” (I joke 
not; this actually hap- 


| and sunt cf? to a bres a ong oo to rescue — pened to me). 
from amore tra- quella trouble- merchant (center) from destruction or capture This only scratches the 


surface of the game: in clicking through the menus, you come across 
mentions of equipment settings, ground combat, and more. You can 
also move to a couple of different rooms on your ship to access dif- 
ferent functions (like the encyclopedia function from your state- 
room’s terminal); the ship-board graphics are already looking very 
nice. And this is just the first assignment, with only a few planets in 
your sector; as you gain rank, you’ll gain bigger and better ships and 
an expanded fleet. Your duties will also grow with rank and experi- 
ence, a nice way to ease you into increasing complexity in the game. 
Eventually you'll be able to set production, do research, and partici- 
pate in diplomacy. GT Interactive has also mentioned alien races, 
“empire building on over 100 planets,” and the ability to “research 
and develop hundreds of starships, weapons, colony facilities, and 
support equipment.” 

Admittedly, the game is still in development, so it’s wise to take a 
wait-and-see attitude. Nevertheless, if all the good-looking compo- 
nents present in this very early version are brought together into a 
cohesive whole, we could have a real hit on our hands. Fortunately, 
by the time you read this you shouldn’t have long to wait to find out, 
as the game is now due to ship in April. -Scott Udell 
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The Course Designer 


This is the Course Designer 
that created all 5 Nicklaus- 
designed courses in the 
game! 


Use the Designer to re-create 
your favorite course! Import, 
modify, and play courses 
from previous Nicklaus 


Input the basic details } 
of a course from a real = 
scorecard-the “Wizard” 

eT Uh cel aar-haler-] i Mmael eh a-< 

each hole. 


“Is it live or is it...?” Our 
Course Designer is so 
true-to-life, it’s hard to 
tell the difference! 


This image is of the 3rd 
Green at Country Club 
of the South. The left 
half of the image is from 
the Course Designer; the 
right half of the image is 
an actual photo. 





Choose from over 100 different types of 
trees, bushes, rocks, and other objects! 








-T. Liam. —— 
PC Gamer 


“impressive...” | 


BETa aNite aus 4 


Featuring Colleton River Plantati 
Country Club of the South, Muirfield Vill 
Cabo del Sol, and Winding Springs 





ion. A Cone ie ta so easy to 
use, that you'll quickly find yourself 
addicted. 16.7 million colors with 
one major improvement: virtually 
no redraw wait.” 


__ Computer and Net Player 








“promises to be among 
the greatest achievements 
yet on the electronic links.” 
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Choose from a variety 
of templates, or create 
your own shapes. 
Changing terrain is as 
easy as click-and-drag. 


Click and drag on its shape 





The result: a new bunker 











The Hole Vie 
bunker. 





New “Intensity Control”” 
reproduces the dynamics 
that shape the shot. “Club 
up and swing easy” for 
control or a low trajectory; 
“swing hard” when you 
want spin and distance. 


Multiplayer play is fully 
supported, including 
recorded rounds, shared 
keyboard, serial, modem, 
LAN and Internet play. 





Weather can 
change in the 
middle of the 
round, and 
natural wind 
variations and 
every possible 
turf condition 


add to the 
challenge! 


Call 1-800-245-7744 
to order direct 
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_ gfyourr finding the pricing structure of services like MPlayer and 
_ ‘te to be a bit on the expensive side, there’s no reason to lose 
hope. New games are coming all the time that carry their own 
Internet play support, and software companies are expanding on 
their commitment to playability by starting their own Internet-based 
sites for players to congregate and play games free of charge. There 
are currently three companies leading the way in this department: 
» Microsoft with their Internet Gaming Zone, Westwood Studios’ 
Westwood Chat and Blizzard Entertainment's battle.net. And, of 
course, there's software like Kali when you want a bit more variety 
(turn the page for more information). If you’ve been wondering how 
these smaller services work and what they have to offer, read on. 


Westwood Chat 

www.westwood.com 

Carried onboard with Red Alert, Westwood's own Internet chat/gaming 
community provides a slick-looking chat interface, though when com- 
pared to mIRC’s or Kali 95 it’s lacking in extensive chatting features. Its 
main draw is easy access to Red Alert games over the Internet without 
having to go through the paying services like MPlayer and TEN. 
However, unlike those services (and Kali 1.1), Westwood Chat only sup- 
ports head-to-head play, so matches larger than two players are out. 

To start a game of Red Alert, you just click on the icon in the toolbar 
and wait for an opponent to join. The main chat rooms are generally 
used to find players but as mentioned, the interface, while good look- 
ing, is rather clunky and doesn’t use what are traditionally considered 
to be well-known chatting command functions (for private messag- 
ing and actions and such). Players shouldn't have a problem finding a 
game on Westwood Chat — as of January 21st, the company 
announced their 300,000th game was played over the service, and 
given the popularity of the game and the unpopularity of paying to 
play, this number is sure to continue skyrocketing. 

While the lack of being able play large games is unfortunate (most 
players find four player matches the most entertaining), when 
Westwood Chat works, it works great. While players don’t always con- 
nect, when they do, Red Alert usually plays incredibly smooth and fast, 
with very little in the way of breaks or lost connections. This helps 
counter the lack of more players since when lag isn’t a distracting fac- 
tor, it's much easier to concentrate on the gameplay. Westwood chat 
also supports Monopoly (untested here) and the company will add 
Command and Conquer Gold as well. 


Microsoft Internet Gaming Zone 

www.zone.com 

The Gaming Zone is probably the most audaciously minded of all 
the free services (though since it is Microsoft we're talking about, 
that’s to be expected). Staying fairly inconspicuous while gaining a 
steady following of Internet gamers of a more varied sort than prob- 
ably any other service, the Zone offers the opportunity to play not 
just Microsoft's batch of Internet playable games like Monster Truck 
Madness, Close Combat, Microsoft Golf and Hellbender, but also a 
series of classic games like Bridge, Hearts, Chess, and Checkers, which 
have gained the site a surprising following. 

By the time you read this, the Gaming Zone should have under- 
gone a total overhaul, as the Active-X based service has plans to add 
third party titles to its lineup and original on-line only content that 
will, presumably, be exclusive to the site. They're also planning on 
increasing the community aspects of the site by expanding on 
things like tournaments, member newsletters and more chat based 





_ Free alternatives for gaming over the Internet 


| activities.  . 
Unfortunately,at 


details on these 
improvements and 
additions were still 
under wraps. 

Admittedly, Hearts 
and Bridge are not 
likely to cause much 
in the way of latency 
problems, but games 
like Monster Truck 
Madness and 
Hellbender are a differ- 
ent story. While the 
Zone is working to increase its proficiency with latency issues 
around action games, as of now, Monster Truck Madness works 
exceedingly well most of the time, and Close Combat and Golf are 
pretty safe bets as well. Hellbender, however, usually works wretched- 
ly over the Zone. It stutters badly even with just two players most of 
the time and has a nasty habit of locking up. The game will occasion- 
ally be playable, but most people stick to Monster Truck Madness, and 
with good reason. Starting a game is simple, just go to the Zone, click 
on the game you want to play (make sure the CD is in the drive as 
well), enter your nickname and you'll go into a chat area where you 
can easily join or host a game. Currently, the web-based chat rooms 
are incredibly primitive, with no features whatsoever (again, accord- 
ing to Microsoft, this will change). On the whole though, Microsoft is 
moving in the right direction with the Gaming Zone, and has made 
assurances that the improvements to the site will be impressive and 
that it will continue to expand. 


vat 


Microsoft’s Gaming Zone software for its card 
and traditional board games can be down- 
loaded f!rom the Gaming Zone website and 
run independent of your web-browser, 
though games like Monster Truck Madness 
require you to go through the Zone’s website 





battle.net 
www.blizzard.com 
Regardless of your 
opinion of Diablo, it 
can't be argued that 
one of its biggest 
selling points is the 
built-in support for 
Internet gaming. bat- 
tle.net is, simply put, 
the best onboard | 
Internet multiplayer ie ae 
, baying selling and trading oo 
support in a game | 
yet. Far more user- 
friendly than Quake 
or standard TCP/IP 
Internet support, bat- _ 
tle.net is, most of the time, a breeze to use. Currently, only Diabloand _ 
the upcoming Starcraft (due in summer) are planned for use on the 
service, with only some speculation about bringing Warcraft I over. 
Using battle.net couldn't be simpler. Log onto your ISP, load 
Diablo, choose multiplay, pick your character (or make a new one), 
then click on the battle.net choice in the multiplayer options. 
Essentially, Diablo on-line is the 90’s version of the arcade classic 
Gauntlet 2; up to four players working together to clear out dungeon | 
after dungeon of monsters in search of treasure, magic and experi- _ 


“ previews 
reviews 


epne> foruris 


Online 





Battle.net is a simple to use treat for fans of the 
game, providing easy access to multiplayer 
Diablo any time of the day 
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Get 
ENGAGtd. 


WW.Engagegames.com - 


\ No monthly subscription | 

™ Access via the Internet and. most major online services 

® Real-time Chat & Bulletin Boards 

Low latency access 

™ Play the worlds most popular multi-player games: 
Warcraft Il . Castles Il: Siege & Conquest 
Descent Rolemaster: Magestorm 
Darkness Falls Billboard Live! Trivia 
Splatterball Rolemaster: The Bladelands 
Virtual Pool © ~— Neverwinter Nights 
..many more to come 


Seep 





ia 
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©1997 ENGAGE games online. we TEMYORLD 
Some games not available LARS 


on some services. 











This is a current shot of what the new MS Gaming Zone will look like and 
should be up by the time you read this article 


~ Kali95 1.1 
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Kali’s new game 
launcher makes 
gaming much 
easier and 
more efficient, 
and makes the 
program much 
more user- 
friendly for 
newcomers 






Let's Rock ¥ eee 
nected to Kali STL #1 on Chat channel tchat 
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ver the last couple of months, 

Jay Cotton and crew have 

been busy doing some major 
revamps to their already great 
Internet gaming program, Kali. 
Traditionally an IPX network emulator, 
Kali hit version 1.0 a month or two 
before the turn of the year, with little 
fanfare (or improvement); but with 
version 1.1 (now 1.1 H) it has gained 
many of the features gamers have 
been asking for. Most notable are 
packet compression to help games 
run faster, and built-in launchers for 
titles like Duke Nukem 3D, Deadlock, 
Quake and some other games which 
do not have built in chat rooms and launching programs. 

Another important new feature is Winsock IPX support, which works 
well depending upon the game. Monster Truck Madness and Hellbender, 
for instance, now work incredibly well over Kali (better than their own 
built-in Internet support). Unfortunately, HyperBlade still doesn’t work, and 
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Kali’s look remains much the same, despite numerous upgrades. 
But the program continues to become more and more powerful 

and optimized, and can easily compete with any internet gaming 
service out there 


ence points. Once logged in (which can take a moment or two) you 
can stay in the main chat rooms and converse with your fellow play- 
ers, click on the Host button to start your own game, or click the Join 
button to search for a game in progress to enter. 

battle.net lets you know straight off how good a connection you 
have to fellow adventurers and, more importantly, ongoing games by 
giving the game (or person) in question a bar rating. Always try to 
pick games that rate under three bars (a one bar rating is the best to 
join, as it will have the lowest latency to you). You won't be able to 
join if there are already four players of course, and battle.net has a 
tendency to be unreachable when things get too crowded. It will 
also dump players if the latency gets too bad. 

On the downside, the service updates game listings regularly in an 
annoying fashion; it only displays a limited number of running 
games at a time, and doesn't always register the latency readings for 
all of them. 

When looking to join a game, click on it and you'll be shown the 
level of the host; if that person is at a substantially higher level than 
you, it is usually pointless to join that game. — Jason D’Aprile 





some games like Marathon 2 work terribly for the joining player. Other 
games that are now known to work are Master of Orion II, Diablo, NASCAR 
Racing 2, Heroes of Might and Magic Il and A-10 Cuba!, among others. Note 
that in order to play a Winsock IPX game, you will have to set up Kali to 
launch the game (which is easy — just configure a slot in Kali’s game listing 
to suit the game in question), as opposed to DOS games, where you can 
just as easily shut down chat and load the game manually. 

The new launcher and compression noticeably helped Duke Nukem 
3D, which was a notoriously difficult 
game to get running. Now you can 
host or join a game that is being 
setup from within Kali, and the new 
launcher will let you pick all the vital 
aspects of the match (spawning on 
and off, monsters, difficulty, starting 
level, etc.), warn you of players who 
have ping times over the suggested 
limit and, if you are using a custom 
map, will easily let the other players 
get the map with the press of a but- 
ton. Kali 1.1's new “offer” feature is 
interesting in itself,as you can access a 
menu of all the players offering files 
and simply point and click on the file 
you want. It also supports clickable 
weblinks and enables you to use fonts 
in Kali chat. 

While it still isn’t quite as easy to 
use Overall as MPlayer and TEN 
(though version H adds some notice- 
able ease-of-use features like auto- 
matically searching for Kali-able 
games on your system and games being played when you log on), Kali’s 
gameplay quality continues to improve and is comparable to its pay- 
per-play competitors. And, best of all, Kali is still one of the biggest bar- 
gains on the Internet with its one-time $20 fee. Check it out at 
www.axxis.com/kali. — Jason D’Aprile 






COMPUTER GAMES 


od, 


RATING PENDING 








~~ 


Actual scene from the game. www.interplay.com ESRB 
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Do Those Extra 16-Bits 
Make A Difference? 


(Nintendo Still Pushes the SNES with Donkey 
Kong Country 3) 

Yes, it’s 16 bit. But darn it, Donkey Kong Country 3 
still looks like a 32-bit game. In the second 
sequel, Dixie Kong and Kiddy Kong fight their way through eight worlds to try and 
save Diddy and Donkey Kong. But this time around, is there really anything new? 
Nintendo kisses 16-bit goodbye in DKC3; is ita fond farewell? GameSlice 
Preview investigates in this GameSlice Weekly Review. 


later views 
Baia More Hare Raising Havoc 
(Epic’s Lobe-Boy, Jazz Jackrabbit, Returns to the PO) 
Ok, so Epic MegaGames has an ace in its hand with Unreal for 
1997, but what about that green hare? You know, the one 
that looks like Bugs Bunny injected with a dash of Kermit? 
Arguably the only PC platform game hero, Jazz Jackrabbit is 
back in business for a sequel that one-ups every other platformer in existence — 
Were serious. Better yet, it’s apt to be one of the best PC games this year. A 
GameSlice imeninaici Preview. 
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An online slice of onales 


Head over to GameSlice for tasty treats 


The burgeoning sites devoted to gaming grew by one when GaméeSlice 
debuted in late 1996. Edited by CGS+ contributor Geoff Keighley, 
GameSlice doesn't portend to cover all of the gaming universe, focusing ( | 
instead on review, previews and interviews with industry luminaries (such Hal dl J. 
as John Romero, formerly of id and now head of lon Storm, and Brett 
Sperry, CEO of Westwood Studios) and PC and console action games. 

The visual layout is atypical of the ‘zine scene, featuring an unclut- 
tered look and tasteful graphics. The site maintains a web presence at . 
www.gameslice.com, as well as on CompuServe (GO GAMESLICE). Me 
Check it out. 
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: . ‘NASCAR ‘DOUBLE 
aiNGexon RACING’ DRAGON’ For 
HUNTER’ Jump into the the 1st time in 10 


driver’s seat and 
rev up your 
engine for the 

p hottest, most 

'@ true-to-life rac- 
‘ying game. Race 
against real dri- 


years, Billy and 
Jimmy Lee, 

returning to the 
city where they 
grew up, find it 


Prepare yourself 
for gut wrenching 
gameplay and ter- 
rifying combat, as 
you battle raptors, 
triceratops, t-rex 


at 
waters se controlled by 
: BY =<s 
BAA. 3 Do) ee rough gangs. 



































so ace vers in 1996 cars Fe IE AC OR They make it Beg Wa Ee’ 
you realistic and on 1996 tracks in customized simulation mode _ their goal to ; ; 
varied special or hop-in-and-start-driving arcade mode. But defeat the leader. Others rise up against the NBA HANG TIME’ Sour through the air 
ened : effects along with look out, your car behaves just like the real gangs, some to heal wounds, rescue loved ones and slam on home against the big boys. This 
woonek Av llre ne 360 degree aiming thing and the rockin’ sound track won’t drown or for the sake of justice, all drawn to Bloody game rocks with special moves, burning hoops 
AK power. N64 $74 out the sounds of squealing tires and pl Town by a power they cannot see. and high flying double dunks. All 29 NBA teams 
engines. PSX $46 NEO GEO CD $49 are here with 5 man rosters. PSX $52 N64 $76 
LC 
Alien vs Predator $64 Performer Steer Wheel $59 ASCII Fighter Stick $44 Final Fantasy 4 $69 NHL Hockey 97 $50 Andretti Racing 97 $48 NFL '97 $54 Bass Masters Pro 96 $59 
Blast Corps $64 Pilot Wings 64 $62 Andretti Racing '97 $49 Final Fantasy VII $72 PSX Controller $22 Area 51 $51 NHL Hockey '97 $50 Breath of Fire 2 $62 
Cruis'n USA $62 Star Fox 64 $69 Arc the Lad $52 Formula 1 Wrild Chmp $52 »SX Memory Card $24 Command & Congr $52 Nights w/3D Pad $62 ChronoTrigger $72 
Donkey Kng Fntsy $64 Star Wrs Shad Empr $72 Area 51 $51 Hexen $52 Quake $54 Contra:Legacy of War $46 Power Slave $46 Donkey Kong Cntry3 $64 
Doom $72 Super Mario 64 $62 Beyond the Beyond $50 ID4:Independence Day $52 Rebel Assault 2 $49 Dark Savior $54 Quake $54 Lufia 2 $69 
Golden Eye 007 $64 Super Mario Kart R $66 Big Bass Wrld Champ $51 Incredible Hulk $50 Resident Evil 2 $54 Daytona USA:Chmp $44 Rally $52 Madden FB '97 $56 
Killer Instinct Gold $72 Turok Dinosaur Hntr $74 Breath of Fire 3 $54 Jumping Flash 2 $48 Revelatns:Persona $54 Descent 2 $52 Saturn Backup Ram $46 Marvel Super Heroes $54 
Legend of Zelda $69 Wave Race $62 Castlevania Blooditng $42 Kings Field 2 $51 Ridge Racr Revoltn $44 Destruction Derby 2 $54 Saturn Core System $209 Secret of Evermore $64 
Mad Catz Analog Steer $52 Wayne Gretzky Hockey 2 $76 Chronicles of Sword $50 Lethal Enforcrs 1 & 2 $43 Sony Playst w/Game $249 Die Hard Trilogy $49 Saturn Net Link $199 Secret of Mana $59 
Mad Catz Basic Cntrlr $25 Code Name:Tenka $52 Mad Catz Analog Steer $54 Soviet Strike $49 Doom $52 Sonic 3D Blast $43 Street Fightr Alpha 2 $66 
Mega Man $64 Command & Conquer $52 Madden Football 97 $54 Street Fighter Alpha 2 $52 Dragon Force $48 Sonic X-treme $46 Super Mario Kart $34 
Mortal Kmbt Trilgy $75 Crash Bandicoot $52 Magic the Gathering $50 Suikoden $46 Duke Nukem 3D $52 Soviet Strike $49 Ultimate Mort Komb 3 $69 
N64 AC Adapter $19 College FB USA '97 $56 Crusader:No Remorse $49 Marvel Super Heroes $52 Super Motocross $42 FIFA er ‘97 $49 Street Fighter Alpha 2 $52 Zelda 3 $34 
N64 Controller each $29 FIFA Soccer '97 Gold Ed $56 Dark Forces $49 Mechwarrior 2 $49 Tekken 2 $44 Fighting Vipers $44 Tenka $52 — 
N64 Flight Force Pro $52 Lunar 2 $49 Descent 2 $52 Mortal Kombt Trigy $52 Tenka $52 1D4:Indepenc $5. Toh Shin Den URA $44 
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lien Mutating penguins are invading Earth To order, see your 
and only you can stop them. With the help , 
ithe? ee local retailer or call: 

of the crime fighting duo of Rodney and Bernard 
combined with an arsenal of frying pans, base- x we 1-800-GAMETEK 
ball bats, glue sticks, dynamite, anti-alien , 
machines and good old Earth penguins, you’re 
in for the fight of your life. But brute strength 
alone won't wipe out these bad guys. The right 
strategies together with timing, cunning and the 
ability to collect enough gremlins and power 
orbs are the key to winning this war. If this 
sounds a little strange, wait until you meet hun- 
dreds of nasty penguins and other bizarre char- 
acters as they try to build the lethal Doomscale 
Device and take over the planet. With over 50 
challenging levels, the battle won't be won in 
one night. 
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So what are you 
waiting for? 


Get out there 

and kick some , 
penguin 
butt! 
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Now, you’ve got a score to settle and it will he measured in... 


Scill some. 
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shareware in stcres march 1967 


Download the demo at www.sgtinteractive.com/blood 





© 1997 Monolith Productions, Inc. All Rights Reserved. Blood is a Trademark of Monolith Productions, PO Box 3268, Kirkland, PoYot-WA Yes 
WA 98083. This game uses the Build engine and tools by Ken Silverman. Published and distributed by GT Interactive Software 


Corp. All other trademarks are the property of their respective companies. CD-ROM 








GT Interactive 
Software 








Command Post 


Storming across Ibido: campaigning in Cave Wars 


very once in a while, you come across a 

game you just love; it may not be 

flashy, it may not be popular, and it 
may not even be extremely original, but 
somehow it all comes together into something 
you just can’t stop playing. For the last six 
weeks or so, Avalon Hill’s Cave Wars was just 
such a game for me—addictive like few things 
else in 1996 were. Realizing that pressures to 
cover the “big titles” would probably keep us 
from ever running a strategy article for Cave 
Wars, | thought I’d use an editor’s prerogative 
and give you a few of the tips I’ve come up 
with while campaigning with the Gakkar. 

First, turn up the AI intelligence level (not 
the AI handicap); if you thought the comput- 
er was a walkover at the standard setting, 
you'll probably find it a much better oppo- 
nent at this high setting (at least the first 
couple of times you play it, and especially on 
the Ibido map). If you’re just starting out, I 
still suggest turning the AI level up; not only 
will it provide a more enjoyable experience, 
but observation of the computer’s actions will 
also supply you with some wonderful strate- 
gies you can turn against it. Watch carefully 
during execution of a turn; if the screen flips 
to an area of your empire you aren’t active in 
but you don’t see anything there, chances are 
very good the computer has just teleported in 
an invisible stack, ready to wreak havoc in 
your rear areas. 

When just starting, do as the manual sug- 
gests, and focus in on just one area of 
research instead of several; depending on the 
strengths of the races you choose, I’d suggest 
getting a level or two of Weapon Technology, 
then Cave Technology, and then Earth Magic 
and/or Viewing Magic. While it might be 
tempting to push forward in one specific 
area, don’t neglect the others (except, per- 
haps, summoning and transport magic, 
which can wait until the mid-game period). 

Even in your very first city, set aside a bit 
of effort towards magic production, and use 
it to speed up your scouting out the map- 
board. Find areas where the caves neck down 
into a tunnel only a single unit wide, and 
send some of your initial units to those 
points, to block access to your fledgling 
empire (or at least serve as warning of 
approaching enemies); later on you might 
want to replace these guard units with actual 
cities or, better yet, push your Earth Magic to 
a level where you can get the extremely use- 
ful Living Rock spell; use it to block off 
access to critical areas of your Empire or to 
stop the enemy’s advance out of his own 
areas (this worked very well for me early 
on-rather like sand bags in Command & 
Conquer-but others have had less success 





*, wy a Pid ¥; aa * ae 
oh hl 9 oh ofl ofl ME, 
* ie ae ae, ae ee a 


SOO LOL OR. 


oe SORE 


aad 
oft 
ed a oe a ae wt let int wet i 
« , ’ ' | . ‘ » ’ . ’ 
os hf hf Ph of off PE LO ol 
tie +f “it “ft tet tant wit wr. Ww 
CL ofl of hl ofl a 
iy ent wit So af wie ot ' 
oF oo off dO oh whe of 


* ie” a Me a 
‘eet MF ok hl of a 


ato 


> 


ase 


ba 


= 


e sPSsTeS 





+t 


ABS wk 
ee 


s ‘ . ~- 
my 
SEHR Ce oes CFE aes 
ome. eames 


C . 
ee een 
SS ae ee 


eer) 


= : ne S 3 
« \* ‘ > 
“PTD ee nate te nti ae 





Use your viewing spells to unveil the terrain far from your empire, then block up passages 
between the cities with the living rock spell; this may delay the computer, and at times may stop it 


cold 


Using the living rock spell to block off both an enemy city and an access way to another 


level; if the computer really wants to use this path, it will dig back through, but often it will “forget” 


that it existed 


Knowing your strengths is critical; my magicians aren't as good as those of the 


computer and suffered because of it; also, the computer’s combined arms assault (and the fact that, 
all other things being equal, the aggressor gets the first shot) means doom for my stack [4] It’s 
always important to try to block access to your weaker rear areas, and the narrower the spot you 
choose the better; in this example, the computer may still be able to dance between my heavy 


stacks unless they are perfectly aligned 
spree to bring down the computer 
with this tactic). Block off cities in small cav- 
erns entirely (helps protect them from any 
enemy units which get into your larger cav- 
erns) and use the ship production command 
to get their units to the outside world. 

Once you’ve got an empire well on its way, 
it’s time to start going after the computer (by 
this time there’ll be a good chance only two 
races will be left in the game: yours and a 
computer one). I initially dismissed invisibili- 
ty and teleportation as expensive but general- 
ly useless magic until the computer taught 
me that combined, they make an outstanding 
offensive tool. A few stacks of summoned 
Vampires can be made invisible, then sent 
“behind enemy lines” to start dismantling the 
computer’s empire. By mid-to-late game, you 


Send stacks of invisible vampires on a city-burning 


probably aren’t desperate for cities, so I sug- 
gest adopting a “scorched city” policy; send 
in the invisible stack, skip it past any units 
outside the city, wipe out the defenders in the 
city, then burn it to the ground. If you have 
the movement points left, try to move away 
from any computer units in the area; while 
the computer doesn’t seem to do a good job 
of recognizing a threat to it’s rear, it might 
stumble into your invisible stack. By rampag- 
ing through the computer empire in such a 
manner, you'll eventually bring it to its 

knees, all without a frontal assault with “con- 
ventional” forces. Such a tactic will not work 
as well against a human opponent, but it will 
certainly cause an enjoyable (for you) level of 
panic! —Scott Udell 
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“One of the year’s hottest games.” 





“If you've been looking for 
the ultimate tank game, 
look no further.” 


— (Computer Player 


“Here’s a hot simulation of 

America’s Main Battle Tank, 

featuring down-to-the-rivets 

authenticity, a slick inter- 

face, and all the action any 

tank-sim fan could ask for.” 
— PC Gamer 


Pa, COR Toho 4 Research Triangle Park 


— PC Gamer 


“Hell on High-Tech 
Wheels.” 


“A game to make 
M1 Tank Platoons 


fans enlist for a 
new tour.” 


Computer Gaming World 


NOW AVAILABLE! 


Visit your local retailer or call 
1-888-746-2442 to obtain your copy today! 


Developed by: 


© Z ) CHARYBDIS 
ENTERPRISES, INC. 
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Scouting and anti-scouting 


Surprise is an event that occurs in the mind 
of the commander. —Jerry Pournelle 


his month we’ll examine the role of 

reconnaissance in the naval battle. In 

any event, there are two sides to the 
problem: finding the enemy (reconnaissance) 
and preventing the enemy from finding you 
(security). Ideally, if you conduct reconnais- 
sance properly you will surprise the enemy, 
and if your security operations are successful, 
you will prevent your own surprise. We’ll use 
Great Naval Battles 3 and Harpoon II to 
illustrate reconnaissance principles, using the 
Battle of Midway in 1942 and in 2002. 


Midway, 1942 


The primary method of finding the enemy 
was the air search. Before World War II, com- 
manders sent ships out on scouting expedi- 
tions which mostly trusted to luck they 
would find the enemy. Then, before there was 
radio, the detecting ship had to sail back 
within visual range to inform the commander 
of the sighting. Radar was not fully devel- 
oped, trusted, or as reliable as it is today, 
although it was invaluable (if initially poorly 
used) in night gun battles, air defense, and 
against U-boats. 

Both sides worked with submarines to pro- 





Seats sat ea ae 


Figure 1: Midway, June 4 1942 


vide early detection and to begin attrition of 
the enemy fleet. Neither side was particularly 
effective in these tasks, though a Japanese 
submarine did manage to finish off the 
Yorktown. The Japanese also attempted a 
long-range sea plane search against Pearl 
Harbor to determine if the US carriers were 
in port. It was thwarted when a US subma- 
rine occupied French Frigate Shoals (the 
refueling point). The US had the considerable 
advantage of knowing the enemy plan 









































































































































































































































through Magic. 

Air search was the pri- 
mary method of finding 
the enemy. In Figure 1 
we see searches in 
progress from both 
Midway and the US carri- 
ers. The range of the 
PBY5 Catalina is about 
630 miles. For searching 
the sea to find the enemy, 











I have allotted 18 
Catalinas (the US actually 
used 22) over a search arc of 180 degrees. 
This arrangement does not provide continu- 
ous coverage of the battle area. Dauntless 
dive bombers from the carriers supplemented 
the Cats, but are relatively short-legged. To 
minimize my vulnerability and increase my 
search coverage, I launched a second search 
after the first search reached maximum 
range. Night searches were virtually useless 
until better radars were fielded. 

To spot the Japanese ships, a plane had to 
be in exactly the right position at the right 
time. A moment’s inattention, a late start, bad 
weather, poor navigation, or a malfunction- 
ing radio could result in a missed sighting or 
lost strike, all of which happened during the 
battle. While both games portray the fog of 
war fairly well, we have 
the advantage of know- 
ing precisely where our 
forces are and instanta- 
neous knowledge of 
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Midway 2002 


Now examine a battle in 
2002. Figure 2 shows 
search coverage from US 
E-2Cs orbiting Midway 
and the carriers. The E-2 
has a radar range of 
about 338 miles. While 
this range is only about 
one-half the radius of the 
search area of the 
Catalinas, it provides 
instantaneous and com- 
plete coverage of the entire battlespace 
around Midway Island. Task Forces also have 
ES-3s to provide additional radar coverage 
and battle management. 

Detectors can receive radar transmissions 
well before the search aircraft gets a return 
from the target. This provides the player a 
clue to the enemy’s location. Using a piece of 
clear acetate, mark the emitter’s location(s) 
on the screen. Then draw a circle represent- 
ing the search range of the radar. If there’s 





where we find the enemy. 


SPs ar 

















_~ Postion of radar emitters 


/ 


i j 
Tae ace auneell 


/ 
/ 


Probable location of 
nemy force. 


Actual force location 


Spt) RSA SE a Rl AEA 











more than one emitter, there’s a good chance 
the enemy is in the area marked by the over- 
lapping of the radar range circles as shown 
in Figure 3. Of course, you can attempt to 
deceive the enemy by offsetting the planes. 


Security 


The purpose of security operations is to pre- 
vent surprise of the friendly force. The carri- 
er plane search of 1942 had two purposes: 
to find the enemy, but also to warn of 
enemy attacks. Radar also provided early 
detection. Several attacks in World War II 
were successful because the enemy followed 
returning friendly aircraft back to their car- 
riers. In that case, the enemy may have 
gained some advantage by being nearly 
indistinguishable from the returning air- 
craft. Early in World War II, usually at least 
half of the fighters were held back for self- 
defense. Today, at least eight Tomcats cou- 
pled with two E-2s provide adequate air 
defense for the task force. 

Today, radar compromises the primary 
method of early warning, although satellite 
coverage supplements it. With the growing 
numbers of Remotely Piloted Vehicles, we 
can expect these forthcoming long-ranged 
craft to provide both visual and radar detec- 
tion of enemy contacts to the friendly force. 

For an excellent treatment of the whole 
problem, refer to Captain Wayne Hughes’s 
Fleet Tactics or Barret Tillman’s Dauntless. 
—Michael K. Robel 
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Counterstrike’ the official missions disc for 
Command & Conquer Red Alert. Now available. 


Available at retailers o 


Conquer Red Alert and Command & Conquer 











Magic The Gathering: Battlemage 


Acclaim 
Windows 95 


OOO OXe 


ere it comes: The feeling. It’s that 

dreaded acknowledgment of the 

inevitable. Locking your keys in the 
car; accidentally leaving the kids at the 
campsite three states back; playing Magic 
The Gathering: Battlemage from Acclaim. 
Any of these situations leaves you with the 
same sense of dread that all is not well. 

Rather than mimic MicroProse’s more 

conventional adaptation of Magic:The 
Gathering, Acclaim chose to meld the flavor 
of the card game with the current trend 


towards real-time gaming. The result is what 


you'd get if you packed your card deck with 
50 “Forests” and 10 “Giant Growths:” a lot 
of potential in a losing cause. 

Wherever you turn in Battlemage, you'll 
be met with an interface that could only be 
described as a “Wall of Spears” with “Divine 
Transformation.” Glistening with artwork 
from professionals who know their trade, it 
takes mere moments to discover the inepti- 
tude of its functional design beneath the 
“Holy Armor.” 

The biggest blemish of the game is that it 
has no target audience. Die hard fans will 
be appalled at how the beauty and balance 
of the card game is watered down by the 
inane and horrific real-time component. 
Beginners will be forced to memorize all 
220 included spells by their artwork only 
(you thought 31 flavors of ice cream was 
bad). What this means is that the included 
encyclopedia of cards will have to be 
perused for many hours to have even the 
slightest chance of surviving the duels. 

The included deck builder utility 
remains sorely incomplete. At no time is 
there an opportunity to view your entire 
hand. Rather, you continually switch back 
and forth viewing only the card lists in 
each of the five distinct color groups (and 
yes, Magic grognards, the colorless cards 
as well...). 

Dueling in Battlemage is done in real- 
time. Or more appropriately, “reel time.” By 
the first stages of combat, gamers will be 
reeling backwards in disbelief. Yet again, 
users are pitted against the interface well 
before a single fireball reaches its chosen 
foe. Combat spans across selected battle- 
fields, all of which play little role other than 
to confuse the summoned creatures. Your 
on-screen character can’t move, but troops 
can be directed towards another creature or 
the opposing planeswalker. Your hand is 


[1] Quick! Name the casting cost, special abilities, and power ratings for all seven cards in your 
hand. Now do it before the computer kills you [2] Sandruu Bullock meets Vampire White in head to 
head battle [3] Tim the Wizard (“Prodigal Sorcerer”), a favorite among Magic fans, awaits his turn at 
the casting call [4] Here, the remnants of a glorious army of creatures fight for the last crumbs of 
Venezuelan Beaver Cheese in Coronodor [5] Mom? Get out of my article! 


accessed by cycling through the cards in 
specific order with only the top card visible. 
An additional option to expand the view and 
see minuscule information about each card 
produces the nasty side effect of covering an 
entire half of the battlefield. 

After a card is selected for play, the real 
fun begins. Tapping mana and casting 
spells aren’t too bad. However, for the first 
time since trying to play Wing Commander 
III on a bottom-feeder 386, the mouse suf- 
fers from extreme jetlag. Like a bad flight 
attendant, mouse clicks (like passengers) are 
seldom acknowledged on the first try. 
Nothing surpasses the agony of ordering 
your creatures to attack, only to watch them 
steadfastly commit to battle against the 
inside of their nasal passages (armed with 
their potent forefingers.) 

As the final nail in the coffin, the real 
time aspect greatly impedes some of the 
more useful cards in the Magic series. 
Simply put, the energy expended casting 
them is far too great. The lightning fast 
computer AI will consistently churn out five 
creatures before you can even cast 
“Uninstall” (and you will. Oh yes... you will, 
Luke). Devotees of high quantity, low-cost 
creature decks will be greatly disadvantaged 
with the inability to manage both creatures 
and the deck concurrently. 

It’s doubly irritating to truly want to 


enjoy a game, only to have your affections 
quelled by a job well blundered. Battlemage 
had every intention of being a great game. 
One can only fathom where the game would 
be if the designers had cast “Circle of 
Protection: Dumbass” to ward off whoever 
finalized the design elements that damned 
it. The best advice is to make sure the store 
has an “Unsummon” policy when you find 
out how horrendous the game really is. 
Instead, for $10, pick up ADGD Dark 
Legions on the clearance shelf; it’s twice the 
game even without the Magic trademark, 
and the other $40 can buy a ton of booster 
packs. —Tim Royal 


Stars! 
empire Interactive 
Windows 


Kk KEK 


First reviewed in shareware form back in our 
October 1995 issue (No. 59), the space- 
empire builder Stars/ has been spruced up, 
given a box and a wonderfully (but daunt- 
ingly) thick manual, and released commer- 
cially by empire Interactive. On a simple 
level, Stars! is another space-empire “4X” 
kind of game; build up fleets, colonize new 
worlds, research technologies, and come out 
on top of the galactic star heap. 
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“War Wind will please real-time cchatecny gamers to no end. 
—Happy Puppy 


“War Wind belongs to a holy place set aside for those 
once-in-a-blue-moon games that utterly redefine 
what players expect.” 


—COMPUTER GAMING WoRrLD, UK;/ Five STARS 
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Dig \ 16 le sc Developed by DreamForge Intertainment. WAR WIND is a trademark of Strategic Simulations, Inc., a Min in dscape Company 
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Unfortunately (or fortunately, depending on 
your viewpoint), Sfars/ is anything but “sim- 
ple”; indeed, it could be called the Harpoon 
II of space strategy games. 


The commercial version is numbered ver- 


sion 2.70, quite a distance from the share- 
ware game we initially reviewed. Visually the 
game is clean and crisp if not showy; if 
you’re someone who thought Master of 
Orion II was graphically weak (and knocked 
it for that), then you’ll want to skip Stars/ 
While it will technically run in 640x480, it 
really doesn’t get comfortable until 
1024x768. Perhaps its biggest draw is for the 
hard-core multiplayer crowd; this turn-based 
game allows up to 16 players to enter the 
stellar fray, and the number of multiplay 
options is amazing. 

If you love digging into piles of details, 
you'll likely love Stars/, but be warned: it has 
a very steep learning curve (despite perhaps 
the best interactive tutorial I’ve seen). It’s 
easy to get lost early on, even after the tutori- 
al, and even with hours of gameplay you 
may find yourself just skimming the surface 
of the games possibilities—and doing it tenta- 
tively. There is a definite lean towards multi- 
player; there are no diplomatic options in 
single-player games, and tactical battles can’t 
be gamed-—can you imagine a 16 player game 
where each turn of a single battle also had to 
be passed about? Even a single-player gamer 
will have more than enough else going on to 
worry about fighting tactical battles. 

So it comes down to a crux; if you’re a 
management detail freak, Stars/ will defi- 
nitely satisfy, but everyone else should 
approach this galactic-scale game with cau- 
tion. —Scott Udell 
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[1] Stars! 
[2] Battleship 


[3 & 4] 
Muzzle 
Velocity 


Muzzle Velocity 
Digi4Fun 


DOS 
Kk KT 


Muzzle Velocity is a strategy/action game set 
in World War Il which makes you sweat 
through command maps and face-to-face 3D 
views. Command German, US and British 
forces in scenarios and campaigns with more 
than 100 different units. You control tanks, 
APCs, trucks and soldiers in 3-D mode, but 
not the artillery, anti-tank guns or planes. 
Tanks are quite satisfying to command, and 
it sure is tempting to drive over infantry! 

Muzzle Velocity has decent SVGA graphics 
depicting various terrain types, weather, sea- 
sons, and structures. Sound is very good, 
with grenade explosions, buildings collaps- 
ing, and tanks grinding over trees. You'll 
hear excited voices screaming “I see them!,” 
or an occasional “ooops!” when you commit 
an act of friendly fire. 

Ten tutorials are included; beginners may 
wish to start in the campaign mode (it 
restricts your responsibilities by limiting the 
types of orders you can give and the number 
of units under your control). The on-line 
help is commendable, an especially good 
thing because the hard copy documentation 
is not very extensive. The interface is good, 
but you'll still find yourself poking the key- 
board, rolling the mouse, and maybe jam- 
ming on the joystick. 

There are some quirks with sighting and 
targeting: units appear when only a few hun- 
dred meters away, even in open terrain; tar- 




















































































































































































geting brackets around enemy units let you 
“see” them through buildings; and the brack- 
ets change color to let you know an enemy is 
targeting you. 

Muzzle Velocity is fun but not as realistic 
as some may want it to be. You’ll also have to 
play this one solo; there’s no modem or net- 
work play. The game is great for venting 
steam and if you’re a little gun shy then try 
the shareware first. I only hope you never 
hear “Pull back! Pull back!” because it’ll be 
too late for you buddy. —Michael Bowen 


Battleship 
Hasbro Interactive 
Windows 95 


Kk KK 


Part of their recent boardgame conversion 
flood, Battleship from Hasbro Interactive 
moves the game into the modern, digital era. 
The first thing you'll notice about the game is 
its lavish graphics; very nice, but they some- 
times get in the way of gaming (cut scenes 
will play full screen behind your game 
“board,” often obscuring it). 

Computer Battleship takes the simple 10x10 
grid of the original and replicates it across a 
64x64 grid strategic map, upon which you 
maneuver fleets as you conduct your battles. 
Fleets, which can consist of a variety of sur- 
face or subsurface vessels (and, if you have 
carriers, aircraft) are positioned on the tactical 
grid much as they were in the original; 
depending on your detection abilities, you 
may still be firing weapons blindly, at vague 
contacts, or be able to fully target all the ships 
in an opposing square. Vessels have a variety 
of weapons capabilities (I found torpedoes 
and subs to be a deadly combination, perhaps 
overmuch so). 

The game is played in real-time, which 
can be hectic when you’re trying to learn 
(something made a tad difficult by an often 
confusing interface and a poor manual/help 
file combination). Still, once you get the 
hang of things, the game surprises in its abil- 
ity to provide some simple, quick fun; while 
the AI is weak, it still plays well enough to 
give you a strategy game fix without invest- 
ing in hours of play. Playability is aided by a 
variety of scenarios, and against a human 
opponent who understands the controls it 
should prove truly challenging. 

While the roots of this version are definitely 
board-gameish, you really won’t find the origi- 
nal here; the “Classic Battleship” scenario that 
is the very first training mission is a modified 
version of the original game, but is tedious to 
play because of cut scenes played every time a 
weapon is fired. Wargamers beware: this isn’t 
Harpoon “Light” (nor even 5th Fleet “Light”), 
i.e. don’t expect a lot of realism; but if you 
want something which takes the Battleship 
idea to the next level, then definitely check 
this edition out. —Scott Udell 
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From the developers of WarBirds™ 
“Online Game of the Year” 
- PC Games - 








“ICI blasts Online Gaming into the Next Century!” 
- Computer & Net Player 


“Take Privateer, mix in a little Capitalism, and sprinkle with some Civ...” 
- Computer Gaming World 





“hed — ‘thee 
{ iil. © aaeank Ses eamons bemsapuee b: Seesbien 
t © Lortte of the Psalm 10 NB Pogyht Sammulatne x 


As featured i in February 1997 


N. amount of computer “simulation” will prepare you for life in the Dar System, 
olor UKM aol ale laa l(e( eM alemelalom oll \AM-lel-liarimidal-maelia) olUic-lm 
Collet al =laal(cnMmr-li lt onymr- lace mae) pa) eL-1ei cole Mlk mi alelacelxcveK we) mI [a(e pm olicr-lealiace Mall lpar-lamel-lale ky 


brought together by the Internet. 


Will the next player you meet offer a trade alliance, or would he rather blast you out of 
id Tas), 0\ fame (010 om ol 18 axel aleleyy-mel0| man (1a leh Mer 1k-110]|\\am ol-ver-LUKY-Mamaal CMmUVelaommarelaallare mh: 


el csre l(a &] om 


‘Multiplayer Taik-lgal-am@r-laaliare 
cele Windows" 95 


Download Planetary Raiders for free off the Internet at 
AW AW Ae (e Flaalonwee)an 





. Planetary Raiders is not available in stores. 
meme (ele lid(e)ar-lm[alce]uanr-la(e) ame) mice ms y-im 6] oM-lam-(eaele| alm celel-\VAmer-|| MCs A EP celebs 


WarBirds and Planetary Raiders are trademarks of Interactive Creations Inc. All other trademarks are the property of their respective owners. 
Interactive Creations Inc. 1701 W. Northwest Hwy, Suite 220, Grapevine TX 76051 











t’s no surprise that New World 

Computing outdid themselves 

to refine the original Heroes of 
Might and Magic into a sequel 
that rivals the superior quality of 
Terminator 2 to its prior incarna- 
tion. What is a surprise is how 
much tougher the new game is, 
and how many new techniques 
there are to succeed in this won- 
drous, er... new world. 


“Baby Steps, Bob:” 

how the game breaks down 
A natural break occurs during the 
progression of any of the scenarios 
in the game. For the purpose of 
explanation, the phases referred to 
in this article are: 


M@ The infant stages are when the 
player amasses low level troops, 
collects resources, and explores 
the world around their castle. 

@ The mid-game is a pivotal 
sequence when core troops start 
emerging from the castles. By 
this time, you should have a 
good idea who and what lies 
around your castle. 

@ The end game isn’t for the faint 
of heart, as at this stage of the 
game, the mightiest creatures 


available rampage through the 
land. 


Using the right 

tools for the job 

The adage that finesse is only as 
powerful as the hammer that pre- 
cedes it just doesn’t fly in Heroes 
I. Your personal tendencies in 
strategy gaming have a direct influ- 
ence on which hero you should 
rely on. How will you know? 

If your idea of a romantic date 
is tickets to the Red Wings game 
followed by chucking your snow- 
cones at the Zamboni, you'll love 
the Barbarian. This hero isn’t the sharpest 
knife in the drawer: matter of fact, he could- 
n’t cast a spell to tie his Velcro shoes, but his 
arsenal of cheap powerhouse troops means a 
quick victory. Barbarians can travel faster 
than anyone, which is very important since 
the barbarian is in deep ogre doo doo if vic- 
tory hasn’t been achieved by the start of the 
end game phase. 

If you like your mush lukewarm; never 
adapt to extreme temperatures; and drive a 


hints & tips 













Volvo because of its safety rating, use the 
Knight. With an affordable price range, stur- 
dily constructed warriors, and airbags stan- 
dard on all Cavalry troops, you'll be equipped 
for all phases of the game. In any case, the 
Knight makes an excellent choice for first 
time players. The Knight’s troops are neither 
the worst or the best, but they do take a 
stinging and keep on swinging. 

If you coined the Lethal Weapon series as 
“too leisurely for my tastes,” and prefer to 


Heroes of Might and Magic II 


Toto, | don’t think we’re in Brittania anymore 


A dense area with many resources is where 
you'll want to make your stand against other 
heroes [2] A tactically sound strategy leaves 
archer units well behind advancing troops. Here 
a paladin is visited by Rainbow Brite [3] It does- 
n't take a cerebral madman to figure out who'll 
win this engagement The black dragons fly- 
ing ability means his dwarf prey quickly suc- 
cumbs to the flaming mucous attack 





crumple all paper into a paper ball to toss it 
in the wastebasket even if its inches from 
your chair, the sorceress is a clear cut hero- 
ine of choice. They sport a fast production 
rate, and several long range magical crea- 
tures. Used properly, a sorceress’ troops can 
cut a mid-sized army to pieces before 
they’re halfway across the battlefield. The 
best way to survive the end game as a sorcer- 
ess is to never get to the end game. Without a 
dominant high level creature, a sorceress past 
the mid-game is wizard fodder. Blitzkrieg is 
the key. 

If you don’t cook a turkey... you sacrifice 
it, give the Necromancer a shot. 
Predominantly weak in creature strength, its 
surprising favorite is the lowly bone skeleton 
who en masse can decimate the strongest of 
creatures. The greatness of the Necromancer 
is that the Bone Dragon is a cheap, quick 
powerhouse that can be built well before the 
rest of the pack unleash their “biggies.” By 
holding off the more powerful hero types 
through the infant stages of the game, a hero 
with Bone Dragons can rip through the con- 
tinent to victory before the end game 
sequence does him in. 

If you’ve waited all your life to save up 
the spell points to turn your boss into a 
goldfish and cast “dehydrate” on the bowl, 
it’s the wizard that best suits your stance. 
Once you’ve survived the harrowing infant 
stage, and collected the required resources to 
bring out the big troops, rest assured you’ll 
be a force of reckoning in the mid to end 
game stages. The bane of the wizard is the 
amount of money and resources required for 
a full arsenal. 
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As a child, if you convinced neighbor- 
hood kids to give you their allowance in 
exchange for mercy on their souls when 
you conquered and enslaved the known 
world, you want to be a Warlock. In a word, 
power is the essence of the warlocks ability 
to survive. The only real limitation is col- 
lecting resources. Prioritize on maintaining 
gold mines, gem mines, and sulfur. If you 
survive the infant and mid game, no other 
hero can match the awesome might of the 
Black Dragon. 


Borrowing a cup of sugar... by force 
It should be fairly obvious by now that every 
hero has its strength and weakness. Knowing 
your weaknesses, try to conquer whoever has 
the antidote for your shortcomings. A necro- 
mancer would do well to grab a knight’s castle 
early in the game. Staving off the enemy with 
paladins and cavalry is a lot easier than mum- 
mies and vampires. Once you’re churning out 
bone dragons, the future looks a lot less bleak. 

By the same token, any opportunity a 
Barbarian, Sorceress, or Necromancer has 
to extinguish the Wizard or Warlock early 
on will bode well for success in that sce- 
nario. The longer the scenario unfolds, 
the more likely the chance that Dragons 
or Titans are about to emerge, and that 
just won’t help you survive to collect 
Social Security. 


The Might of Magic: 
avoiding those nasty mis-spell-ings 

A vast arsenal of spells are learned through- 
out the game. How and when these spells are 
used can mean barely scraping by a war of 
attrition (or worse,) and leaving the field of 
battle nearly unscathed. 

Just as using the right creatures for the 
job is important, using the right spells at 
the right time goes just as far for achieving 
victory. Direct damage spells like Lightning 
and Chain Lightning will do little for lower 
level heroes, whereas in the hands of an 
experienced wizard or warlock their results 


are spectacular, and devastating. Inversely, 
A Knight who gives his troops both his 
inherent high attack skill and can cast 
Bless, Mass Bless, or Big Slobbery Gramma 
Kiss on his crew will do much more with 
his lesser abilities. Spells that increase 
defense and attack values for creatures can 
turn a decent army into a deadly army, 
even for lesser casters like the knight and 
barbarian whose skills delve more into the 
might than the magic. 

Most important of all, remember that tim- 
ing is everything. Don’t waste a power boost- 
ing spell on a bumbling Hydra with the aero- 
bic prowess of Jabba the Hut. Ask yourself 
before casting a spell whether it can directly 
inflict, indirectly inflict, or prevent damage 
that turn. If not, pick another spell. 


Tips from four star 
General Prop R. Techniques 
The best overall strategy, and the one with 
the highest rate of success, is to go against 
all conventional wisdom, and put your eggs 
in one basket. Build up one hero with the 
core of your might, using one or two other 
heroes to collect resources, re-stock your 
main hero, subscribe all your castles to HBO, 
and guard the flanks. Use your mammoth 
hero to devastate armies and capture heavily 
fortified castles. The trick is to stave off 
attacks from your flank long enough to bring 
your hero back for the kill if needed. 
Mondays are a bitch in real life. In Heroes 
II, It’s not the greatest day for invasion either. 
Make your attacks shortly before or on the 
end of the week, and you'll have a plethora 
of crispy critters to reinforce your invading 



















do 4510 damage. 15 goblins per 
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army at the turn of the week. 

A big thanks to the folks on the 
www.cdmag.com forum for their help in 
compiling the following great hints. Here’s 
some expert advice from many combined 
hours of play: 

Sengir Dragon: 

“The sorceress requires aggressive game 
play to be successful. Her strength lies in 
her ranged attackers. Sprites are your 
decoy. They are quick and can interfere 
with your opponent’s ranged attackers giv- 
ing your remaining troops time to perform 
their roles. The Phoenix is the fastest of all 
the top-of-the-line troops and can be 
obtained as early as the third week. 

A Sorceress must rely on her strengths. 
Attack quickly and _ decisively. 

Cut off enemy supply lines thus preventing 
them from gaining necessary resources. Most 
of all, force your opponent to spend what 
resources they have before they are ready. 
You must dictate the strategy your opponent 
uses, thus ensuring victory.” 

Ron Brunk: 

“The first move can be critical in a battle, 
especially against shooters. Since the first 
move goes to the highest (near the top of the: 
screen) of the fastest units (with preference 
to the attacker), put your fastest units near 
the top if you need that critical first attack.” 
Sam Bates: 

“If there is a powerful enemy hero that 
you need to weaken, send in a hero and 
use the apocalypse spell. If you have a lot 
of weak monsters to waste, send them with 
your hero and you may get two apocalypse 
spells in.” — Tim Royal 


Weak troops ruin an 
otherwise happy go lucky 
lifestyle for the necro- 
mancer. The stack of skulls 
in center view are for the 
children 


Yes, you've read 
correctly. The titans ARE 
doing almost 5000 points 
of damage to the 
fragile goblins 


Other than the titan, 
the Black Dragon is near 
untouchable, and can real- 
ly dampen your Arbor Day 


Attack Skill: 14 (24) 
Defense SKill: 14 (22) 
Damage: 25-50 
Hit Points: 300 
Speed: Very Fast 
Morale: Poor 


Luck: Jrish 
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Preparing for the Bloodiest Day 


hen it comes to simulations of 
American Civil War battles, many 
gamers will readily agree that 
TalonSoft’s Battleground Series is peerless 
in its grandeur. The treatment of command 
and control, unit manoeuvre and firepower 
projection, the vagaries of battle etc. have 
all been faithfully recreated with this regi- 
ment-level system. Indeed, those grognards 
who have played paper wargames in the 
past will immediately notice the inherent 
similarities to Richard Berg’s “Great Battles 
of the American Civil War” games; another 
critically acclaimed system. As the chal- 
lenges of effective ACW combat are legion, 
I’ve attempted to formulate this work with 
an eye to providing the reader with basic 
strategies and tactics necessary for either 
Johnny Reb or Billy Yank to fight and win 
within the bloodied cornfields and shattered 
woods around Sharpsburg. 





A gleam of bayonets 

When maneuvering your regiments across the 
battlefield, always endeavor to keep them 
within the command radius of their superior 
brigade commanders. While this will limit the 
flexibility of your tactics, it does accurately 
reflect the tactics of the day, and will ensure 
that once your units rout or disrupt, they will 
recover fairly quickly. Don’t be tempted to put 
all your units in the line; the intensity of com- 
bat and the frequency of morale checks will 
ensure that after several turns of combat, 
many of your regiments will be hors de com- 
bat. An adequate reserve or secondary line 
will give you time to reconstitute your corps 
before you lose too much ground. Make sure 
you carefully analyze your units before you 
commit them to some ill-conceived action. As 
an example, many of the Union XII Corps 
regiments are very large formations and can 
generate immense firepower and melee 
potential; they are also untried units and have 
dubious morale. If you plan to use them in 
mass melees near the Dunker Church, bear in 
mind that they’ll probably only sustain one or 
two turns of combat before routing, so make 
sure that additional support is close at hand. 


Artillery hell 

Recollections from many veterans of both 
sides invariably cite the tremendous effect of 
artillery at Antietam. In addition to the impres- 
sive array of Union Rifled Cannon and 
Whitworths on the east bank of Antietam 
creek, both sides also possessed a large num- 
ber of guns positioned in direct support of 
their respective front lines. Getting the kind of 
firepower you'll begin to appreciate will 
require moving your batteries perilously close 





to the enemy 
before unlim- 
bering. When 
you do so, 
make sure you 
have plenty of 
infantry sup- 
port to shield 
them from 
enemy fire. A 
particularly 
useful tactic is 
to screen their 
movement with 
infantry regi- 
ments, and 
then pull them 
back once the 
artillery has 
gone into bat- 
tery. Bear in 
mind that an 
opponent that 
sees you 
advancing your 
artillery is going 
to make them a 
priority target; 
they are worth a 
lot of casualty points and they’ll never be 
more vulnerable than when they are limbered. 
Re-positioning artillery also takes it out of 
the fight for several turns; if you do decide to 
advance your artillery, make sure it will arrive 
in enough time to actually do some good. 
Nothing is more embarrassing than spending 
40 minutes moving an artillery battery forward 
only to have it overrun before it can deploy. 
Artillery are also notoriously vulnerable to 
melee attacks (unlimbered batteries cannot 
retreat); you'll need at least two high quality 
regiments in the same hex as an advance bat- 
tery to provide the protection it requires. 
Study the Weapon Effectiveness Chart to 
decide on positioning batteries; Napoleons and 
Howitzers are deadly at close range while 
Rifled Cannon and Whitworths are good at 
moderate to long ranges. Finally, if you have 
limited ammunition (especially for the 
Confederates in some of the scenarios), temper 
your use of long range fire; it’s usually pretty 
ineffective and those shots can be made more 


deadly by being used by your forward batteries. 


Horse soldiers 

Both sides had little use for cavalry during 
this battle; McClellan had positioned his 
Cavalry Corps in the middle of the battlefield 
with plans to have it charge the Confederate 
center; thankfully for Maj. Gen. Pleasonton 
and his troops this event never came to pass. 


















































Here’s a snapshot from the “Carnage in the Cornfield” Scenario. A detached 
division assaults Nicodemus Hill with regiments in column (A); a safe maneuver 
as the terrain masks their movement from all but one of the Confederate bat- 
teries. The attack at the bottom of the map is supported aggressively by three 
well positioned batteries (B). Finally, the Bucktails assault a disrupted stack of 
Confederate infantry (C); once again terrain masking shields this intrepid 
bunch of boys from the enemy artillery on the nearby ridge 


For most of the battle, they idled their time 
away, disturbed by the occasional shot from 
Confederate artillery near the Church. The 
Confederate cavalry under J.E.B. Stuart was 
mainly tasked with supporting their artillery 
on Nicodemus hill as well as screening the 
opposite flank to the south of Sharpsburg. 
For most of the battle, you’re probably not 
going to find much use for them. 

The Confederates can always try Lee’s out- 
flanking gambit that he planned to try later 
that afternoon against the scattered remnants 
of the Union I and XII Corps; the best 
Pleasonton’s boys can do is to dismount and 
function as rather weak infantry. If you’re 
going to gallop around try to keep out of 
enemy Line of Sight (LOS); don’t make it too 
easy for your opponent’s artillery. 


Getting to grips with the enemy 

In order to take ground you will most likely 
have to engage an enemy position in melee 
combat. There are a number of simple tactics 
that you can follow to maximise your 
chances of winning a melee. Don’t attack at a 
differential of one or less unless you are 
absolutely desperate; more often than not 
you'll be the losing party and you will have 
disrupted yourself into the bargain, making 
you vulnerable to counterattack. Always aim 
for flanking attacks as this provides you with 
a dual advantage; you get an extra two shifts 
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to your attack and, if you have him surround- 
ed in Zones of Control (ZOCs), a successful 
melee will capture the entire defending stack. 

Only assault with the bare minimum of 
men you need to get decent odds and retain 
enough strength to defend your gains; each 
attacker is automatically disrupted so it some- 
times makes sense to keep some units back 
to provide ranged fire support. Meleeing units 
shouldn’t engage in ranged fire just before 
melee, their firepower is halved due to move- 
ment and sometimes the extra shift can be 
more beneficial for not having fired. 


Volley Fire 

Ranged fire can be broken up into two cate- 
gories: defensive and offensive. On the defen- 
sive, a primary objective is to disrupt as many 
units as possible to nullify any potential 
melee combats. Concentrate fire on a single 
unit until you cause some casualties (it’s also 
a good idea to choose a big regiment and/or 
one with low morale), then shift to another 
target. By spreading casualties across a num- 
ber of units you increase the chances of dis- 
ruption or rout. Firing on enemy artillery is 
also a good idea if their range is relatively 
short; a fatigued battery is next to useless. 
With offensive fire, any potential rout/disrup- 
tion won’t occur until the end of the player 
turn; if immediate gains are what you are 
after, you are better off concentrating your 
fire on key positions. On the other hand, if 
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Announcing the fifth game in our 
exciting “War In The East Series.” 
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you can afford to wait a few turns spread 
your fire across multiple hexes (preferably 
heavily stacked ones) to maximise the 
chances of rout/disruption. 


The guiding hand 

Effective use of your leaders is undoubtedly 
one of the key skills a Civil War commander 
will need to win any battle. There are a num- 
ber of specific rules that you should be aware 
of when dealing with command. Don’t place 
your Division commanders too far forward 
(and definitely don’t use them in melee com- 
bat); they are of infinitely more value keeping 
out of the way and passing down their 
acquired command bonuses to their subordi- 
nate brigade commanders. Use your brigade 
commanders to provide leadership in key 
melees; they will occasionally be killed/cap- 
tured but unfortunately the same happened 
historically. Once a formation has been suffi- 
ciently disrupted/routed, withdraw it from the 
fight and reconstitute it somewhere to the rear. 
Remember that high fatigue is also highly dele- 
terious to unit cohesion; it only takes a fatigue 
increase past nine to rout a unit. Keep all your 
leaders and subordinate units in command; I 
realize that it’s difficult to maintain brigade 
frontages but that +4 bonus to rout/disruption 
recovery is always going to be of benefit and 
the extra effort involved will invariably pay off 
as the battle progresses. Finally, avoid the 
temptation to use a unit smaller than a 


Division for flanking or detached operations; 
by keeping an entire Division concentrated you 
are ensured of rapid rallying and disruption 
recovery once they get into trouble as all lead- 
ers can be kept “In Command.” 


In column of fours 

Use of formations is pretty cut and dried in 
the Battleground series. Each unit type 
(infantry/cavalry(leader)/artillery) has either 
a movement formation (column/mounted/lim- 
bered) or a combat formation (line/dismount- 
ed/unlimbered). In order to perform a 
movement or combat action it is obviously 
preferable to be in the appropriate forma- 
tion. Nevertheless there are a few excep- 
tions. One particular tactic that occasionally 
pays off is the infantry assault in Column 
formation. The advantage of this is more 
manoeuvrability allowing you to surprise the 
enemy from positions out of his observation. 
In this formation, however, you will be more 
vulnerable to enemy defensive fire; make 
sure you can afford the losses and that your 
regiments have high morale when undertak- 
ing this operation. 

While the above is only a simple guide to 
Antietam and the number of topics limited 
due to space restrictions, the aspects touched 
upon herein should at least provide a useful 
primer for McClellan and R.E. Lee 
wannabees. May Fortuna be with you in the 
coming battle! —Phil Thé 


Other games available for the 
serious historian/wargamers: 


LENINGRAD CRIMEA 
KIEV 
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Neglected WWII Eastern Front Battles 
Easy to Learn 
Aggressive Computer Opponent — 
Advanced Fog of War 
PBEM Capability * SVGA Graphics 
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Runs under DOS, Windows 3.1 or Windows 95 
“Pleasant surprise...appeals to the grognard.” 
Strategy Plus 
“Cutting edge and innovative...a lot of fun.” 
Wargamers Monthly 


TO ORDER 


By Mail: Send check or money order for $29.95 per game, “nig $3.00 
S&H (TX residents add 6. iG tax) per order to: 
Schwerpunkt ! 

2483 Woodbury, Suite 150 « Dench TX 77584-4801 
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Europe: Strategic Plus Software +44-181-977-8088 
Australia: Vortigern Strategic Software +11-61-66-891-919 


- For Free Demo: 713-997-1209 or schwerpt @ ghgcorp.com 
Visit our website at: http://www.ghgcorp.com/schwerpt 
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Console conversions made easy 


oO you’ve got yourself an action game 

and you're trying to sell it to a major 

publisher. It’s a landmark design, with 
full 3D graphics, super light-sourcing and 
incredible action, but it’s for the 
PlayStation. The publisher wants to get the 
maximum exposure for it, so you port it 
over to the PC. Here’s a few tips, at no cost 
to you, on what traps to avoid in creating a 
brilliant conversion. 

Features — Many conversions of console 
games, such as Daytona USA, have been less 
than successful because PC gamers are used 
to more features, more tracks, more 
levels and just more stuff. This sort of 
extraneous crud is wasted on some 
arcade and console games, possibly 
due to the younger demographic hav- 
ing a shorter attention span, with 
more of an emphasis on short-term 
flash than long-term substance. 

To improve your game, add some 
custom tracks or levels for your con- 
version. Design a new difficulty level. 
Improve the AI (hey, you have 16 MB 
of RAM to play with, compared to 2 
MB on a PlayStation — use it). Make 
the game expandable, or include a level 
designer. Give gamers something on their PC 
that they couldn’t get on their console sys- 
tem (otherwise, what’s the point of convert- 
ing the game?). 

Saved games — There are two different 
types of evil console saved games that need 
to be eliminated in any conversion. The first 
is the “staged” save, where your game is 
saved when you reach a certain point. It’s 
long been a staple of the platform game, but 
the recent 3D shooter Powerslave (reviewed 
on page 72) decided to adopt this feature. 
Bad move. Really bad move. It’s a serious 
knock on a decent game. 

PC gamers like to save their game. 
Compare the PlayStation and PC version of 
Tomb Raider. The PlayStation version has 
crystals that mark your progress, causing you 
to wonder if you really need to leap across 
that chasm to progress further. In the PC ver- 
sion you can save before you leap. Has any- 
one complained about this? Does it somehow 
lessen the drama and tension of the game? 
Nope, but you know there would have been 
tons of complaints had they chosen to repli- 
cate the console “crystal” saves. 

The second caveat would be the use of 
those thoroughly annoying “password” saves, 
where you get to feebly try to find the piece 
of toilet paper you wrote down the gibberish 
code given when you defeated the deadly 
Leper Demon to advance to the final level. 
Here’s a thought: save my progress to my 


hard drive. Unlike the 
older console systems, 
this amazing device 
can actually store data 
which can be retrieved 
at a later time. 
Interface — Console 
machines are limited to 
joypad input for menu 
selections. PC gamers 
have joysticks, joypads, 
keyboards and this 
wonderful device 








Tomb Raider - Lara knows how to 
do cross-platform development 

Sega, on the other hand, has had 
some problems giving their PC ver- 
sions those little extras to make 
them a better value Powerslave, 
with its evil “staged” saved games 

NBA Hangtime adheres so rigidly 
to the arcade game input scheme 
that it’s almost funny... 


known as a mouse, which was developed 
specifically to manipulate buttons and such. 
However, some PC games insist upon joypad 
support for menus (EA Sports Triple Play 97 
was particularly heinous in this regard — 
changing lineups via joystick ain’t cool). 
NBA Hangtime is a perfect example of 
everything that’s wrong with an arcade inter- 
face on the PC. It’s a perfect conversion of 
the arcade game, down to entering your ini- 
tials and a password in order to “restore” 
your game. If you want to play, say, five 
games in one sitting, you get to do this five 
times, and using the gamepad to enter your 
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CHEATER 
Alien Trilogy 


All weapons 
IFYOUTHINKYOUAREHARDENOUGH Unlimited ammo 
NADIAPOPOVXX Enter XX to skip to level 


Privateer 2: the Darkening 
During flight, go to the nav screen, press <F> and type: 


REP ME UP 
NO TALENT 
Perv rer, 
CHILL OUT 
NAPALM 


Repair shields and armor 
Invincible 

Refill afterburner 

Lower laser temp 
Unlimited nukes 







INSERT 
COINS 


INSERT 
COINS 


initials ain’t that much fun (remember — it’s a 
necessity on other systems, not on the PC). 

Maybe some of the younger readers out 
there, weaned on arcade games and consoles, 
really dig entering their names via the joy- 
pad, even if they have this nice keyboard in 
front of them, a device that was actually 
designed for that sort of input. I grew up on 
arcade games too, and think it’s utterly stupid 
to have to do this sort of thing on a PC. 

These are just a few of my tips. Do you 
have any of your own? Send me e-mail at 
sbauman@cdmag.com and let me know 
what they are. -Steve Bauman 
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A Cuber Junkie $ 
Uitimate Fantasy 
Come Ife... 


ees Seeeeenerer® 


Sead ue enewreere* 


ee See & 


Cross the boundary that separates 
dreams from reality. Enter the virtual 
world of Net: Zone, an adventure 
game with a world full of bizarre 
computer programs, artificial life 
forms, and floating platforms. 
Discover the CYCORP virtual reality 
interface linking you to the cyber- 


space world of the Genecys Zone. 
Attach the neural device to your 
head, and let your mind interface 
directly with the Zone....the secrets 


of CYCORP and the mystery of your 
father’s disappearance are waiting... 


0 order, interface with your local retailer or call 
~B00-GAMETEH 


WebSite: http:/www.gametek.com 


©1996 Gametek, Inc. All Rights Reserved 


Call NOW to Order! Source 10872 


_ 800-699-4263 
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Stonewall in Valley $29 os = 
They Met At Gettysburg $30 
Three Days Gettysburg $49 
War for the Union $29 BOARD GAMES BOARD GAMES BOARD GAMES BOARD GAMES BOARD GAMES BOARD GAMES 
War of the Rebellion $28 
FANTASY MEDIEVAL RAILROAD STRATEGY WORLD WAR II WORLD WAR II WORLD WAR II 
Challenge Lion Lord $25 Age of Chivalry 2 $27 = 1825 $40 Advanced Civilization $25 12 O'Clock High $23 Borodino 41 $22 Patton's Best $19 
Drag Dice KS5 Swamp $6 Crossbows & Cannons 2 $33 Advancd Trck Tellurid $21 Age of Renaissance $42 1944 Second Front $29 Breakout:Normandy $23 Prelude to Disaster $26 
Dragon Dice $9 Crusades II $28 Australian Rails $20 Air Baron $27 ASL Mod Beyond Valor $33 Britain Stands Alone $23 Red Parachutes $32 
Dragon Dice:Mage Strm $12 Cry Havoc $25 Colorado Rails $17 Blackbeard $27 ASL Mod Code Bushido $29 Campaign to Stalingrd $29 Red Steel $32 
Dragon Lords $29 Cry Havoc: Castle $3. Dampfross $45 Britannia $19 ASL Mod Croix de Guerre $07 «Carrier $27 _ Rise of Luftwaffe $19 
Dragonhunt $19 Cry Havoc: Village $3 Empire Builder $25 Civilization $29 ASL Mod Gung Ho $38 D-Day $16 Rommel at Bay $22 
Dungeon $16 Cry Havok: Holy Land $3 Eurorails $25 Civilization Western Exp. Kit $8 — ASL Mod Hedgerow Hell $15 Days of Decision $35 Rommel in the Desert $27 
Hobbit Adventure $29 Henry V $28 — Express $11. Colonial Diplomacy $42 ASL Mod Hollow Legions $19 Days of Decision 2 $42  Rommel's Battles $16 
King Arthur Knights $30 Ironsides $28  Ferrocarriles Pampas $17 Deluxe Diplomacy $42 ASL Mod Jatkosota $10 Decision in France $15 Run Silent, Run Deep $24 
Leviathan $16 Richard the Lionheart $30 — Freight Train $17 Die Hanse $55 ASL Mod Kampfgpe Peiper 1 $27 — Desert Fox Deluxe $30 Russian Campaign $17 
Magic Realm $23 = Samurai $37 Great Western Railway $36 Diplomacy $19 ASL Mod Kampfgpe Peiper 2 $27 Drive On Moscow $32  SLMod Crescendo of Doom $21 
Merlin $28 Samurai Blades $22 India Rails $20 Enemy in Sight $12 ASL Mod Last Hurrah $14 Eastern Front 2nd Ed $49 SL Mod Cross of Iron $19 
Titan $23 Viking Raiders $25 —— Rail Baron $19  Feuda $18 ASL Mod Leatherneck gg _ Eighth AF Down Flames $29 SL Mod Gl Anvil of Victry $28 
WH F Armies Bretonnia $19 MODERN Rocky Mntn Rails $13 Florida $22 ASL Mod Paratrooper $15 Empire of Rising Sun $41 Seven Seas to Victory $21 
WH F Undead Boxed Army $180 2nd Fleet $24 Silverton $32 Guerilla $17 ASL Mod Partisan $15 Enemy at the Gates $39 Shell Shock $24 
WH Fant Army Wood Elf $19 Across the Suez $13 Streetcar $26 History of the World $27 ASL Mod Pegasus Bridge $24  EuroFront $29 — Sink the Bismarck $23 
WH Fantasy Magic $35 Aegean Strike $19 Tracks to Telluride $42 — Kingmaker $19 ASL Mod Red Barricades $19 Europe at War 2nd Ed. $42 — Spitfire $23 
WH Wood Elf Box Army $175 Central America $19 Tracks to Titicaca $42 Kremlin $14 ASL Mod Streets of Fire $15 Fire in the East $58 Squad Leader $23 
Warhammer Fantasy $50 Crisis Korea 1995 $29  Trainsport Austria $17 Kremlin Mod/Revolutin $6 ASL Mod Yanks $07 ‘First Arakan $18 Stalingrad Pocket 2 $28 
Warhammer Quest $50 — Crisis Sinai 1973 $25 US. Rails $13 Lords of Sierra Madre $34 ASL Solo Rules $29 ~—~-Filat Top $29 Storm Ovr Arnhem Foli $12 
Wizards Quest $17 Firepower $23 SCIENCE FICTION Machiovelli $29 Aachen $23 France 1944 $12 — Third Reich $19 
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Assassin $15 Harpoon Box Set $41 Awful Green Things OS $17 Mine! $20 Afrika Korps $18 Guadalcanal $27 Turning Pt Stalingrad $19 
Bailiwick $25 Main Battle Tank $24 BTech ComStar $13. New World $17 Air Bridge to Victory $17. Hells Highway $15 Twilight War $17 
Circus Maximus $11 Mid-East Peace $16  BTech Compendium $16 Pax Britannica $18 Air Force $19 Hitler's War $15 Typhoon! 1941 $37 
Escape from Colditz $35 NATO $13 BTech First Strike $10 Republic of Rome $29 = Ambush $24 Hunters from the Sky $29 _Up Front $19 
Facts in Five $16 Speed of Heat $36 BTech Periphery $15 Risk $27 Anzio $19 Invasion Norway $30 Victory in Europe $14 
Fast Food Franchise $29 Tac Air $19  Battlespace $19  Serenissima $50 Arctic Storm $19 Krieg! $32 Victory in Normandy $11 
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Sherlock H Westend Adv $20 Napoleon's First Battle $24 — Starforce Terra $19 Fight For Skies $21 Battle of Normandy $91 Omaha Beachhead $12 Roarks Drift $27 
Sherlock Holmes $20 Napoleon's Last Battle $25 — Starship Troopers $29 Great War at Sea 1 $32 Battle of the Bulge $16 Operation Mercury $27 Russia At War $25 
Sherlock Holmes Card Game $16 — Napoleons Later Batls $22 — Stellar Conquest $19 Knights of the Air $19 Battle over Britain $21 Operation Shoe String $19 Texas Revolution $18 
Space Chess 3D $35 The Emperor Returns $28 WH 40K Battles $16 Landships $27 Black Wednesday $32 Over the Reich $30 The '45 $25 
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Win Place & Show $17 Wooden Ships Iron Men $19 | Warhammer 40K $50 World War One $11 Bodyquard Overlord $99 ~—~Panzerblitz 2 $25  Zorndorf $36 




















Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, offer subject to change at a 
orders may require additional shipping and handling charges. Defectives replaced with same product. All sales final. Call for details. 
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“ADVANCED 
CIVILIZATION’ 
retains the essen- 
tial elements of 
civilization, and 
can be learned 
quickly. the addi- 
tional cards 
ensure a greater 
diversity of cul- 
tures, while the 
new  Calamities 
make the game 
even more chal- 
lenging. This 
game can be 
played to compie- 
tion in one sitting by 
atimelimit, $25 


Decision 
i France 


CHIPS & BITS inc. 


“DECISION 
IN FRANCE’ 
gives play- 
ers the 
chance to 
explore the 
Strategies of 
the cam- 
paigns in 
Normandy 
and Northern 
France in a 
game of 
moderate 
complexity 
structured 
with simple 
and elegant 
rules. $15 


POB 234 Dept 10872 Rochester, VT 05767 
Fax 802-767-3382 Int’! 802-767-3033 


Orders/Questions: chisales@sover.net 


‘FADING SUNS’ 
It is the 6th mil- 
lennium after 
Christ and the 
skies are darken- 
ing, for the suns 
themselves are 
fading. Humans 
reached the stars 
long ago building 
an empire, then 
squandering it 
and finally lost it. 
Now, feudal lords 
rule the Known 
Worlds, vying for 
power with fanatic 
priests and schem- 


ing guilds. $22 





Customer Service: chiserv@sover.net 


Gaming Info Online 
www.cdmag.com 


The best gaming info on 
the web is at Computer 
Games Online. Each day 
features a NEW article 
covering all categories 
from Sims to Sports. 
Surf to Computer Games 
Online today! 
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Blue Sonnet $26 
Burn Up W $17 
AD&D NOVELS FANTASY RPG FANTASY RPG FANTASY RPG HORROR RPG SCIENCE FICTION RPG Burn Up! $17 
Cyrstal Triangle $13 
BIRTHRIGHT AD&D 2ND EDITION RULES AD&D FORGOTTEN REALMS ARS MAGICA CALL OF CTHULHU CONSPIRACY X Dagger of Kamui $35 
Aquitania $17 AD&D Core Rules $54 City of Splendors $20 Ars Magica 4th Ed $26 Arkham Unveiled $16 Conspiracy X $20 Devil Hunter Yokho $25 
3reatheart $5 AD&D Supplemental Rules $59 Drow of Underdark $13 Covenants $9 Call of Cthulhu $18 Cryptozoology $15 Great Conquest $16 
Shadow Stone $5 Combat & Tactics $17 Elminster Ecology $20 Deadly Legacy $10 Compact Trail of Tsathoggua $8 Devil in Deep Blue Sea $7 Gunsmith Cats $17 
Siege $5 DM Guide $16 Elves of Evermeet $13 Maleficium $15 Cthulhu Live $15 Forsaken Rites $14 Guyver Bundle $112 
The Falcon & The Wolf $5 DM Rules High Lvl Cmpgn $17 Faiths & Avatars $18 Pact of Pasaquine $11 The Golden Dawn $13 FADING SUNS Samurai Showdown $16 
The Hag's Contract $5 Monstrous Manual $20 Forgotten Realms Cmpgn $25 Pax Dei $15 — Utatti Asfet $18 Byzantium Secundus $15  Sukeban Deka $25 
«The Iron Throne $6 Players Handbook $20 Heroes Lorebook $17 Shaman $10 MAGE Fading Suns $22 COMEDY 
The Spider's Test $5 Skills & Powers $17 Lands of Intrigue $25 — Stormride Jump Kit $9 Book of Madness $13 Forbidden Lore $13 Abashiri Family $24 
War $20 Spells & Magic $19  Menzoberranzan $25 Wizard's Grimoire $15 Fragile Path Testmnts $10 GM Screen $10 Battle Skipper $12 
DRAGONLANCE AD&D ACCESSORIES Netheril Empire Magic $25 CASTLE FALKENSTEIN Halls of Arcanum $11 GURPS Here is Greenwood $22 
cataclysm $5 Character Record Sheet $9 Night Below Undrdrk Cmpgn $25 Book of Sigils $14 Hidden Lore 2nd Ed. $13 Autoduel $15 Oh My Goddess $12 
companions $5 Charctr Generation Dice $6 Pages from Mages $13 Comme || Faut $12 Mage 2nd Ed. $21 GURPS Compendium |! $18 Oh My Goddess Sub $15 
Dawning of a New Age $5 College of Wizardry $14 Powers & Pantheons $21 Lost Note Da Vinci $14 Mage Tarot Deck $21 GURPS Rulebook $20 Project A-ko $16 
Joom Brigade $20 Complete Spacefarer $10 Prayrs from Faithful $17 Memoirs of Auberon $17 VAMPIRE Robots $14 FANTASY 
Jragon of Summer Flame $20 Council of Wyrms $20 Ruins Undermntn 2 $21 Six Guns Sorcery $17 Book of Kindred $9 Vehicles $16 3x3 Eyes Perfct Collctn $16 
Jragonlance 2nd Generation $5 Den of Thieves $14 Ruins Zhentil Keep $21 DICE CELESTIAL Book of Nod $8 Warehouse 23 $15 Babel 2 Perf Collctn $16 
Jragonlance Chronicles $14 Encyclopedia Magicas EA $20 Spellbound in Realms $21 Mars Set $5 Chicago Chronicles 3 $17 HEAVY GEAR Dragon Half $25 
Dragonlance Legends $13 Player Packs EA $16 The North $21 Mercury Set $5 Clan Books EA $10 Badlands Sourcebook $17 Girl From Phantasia $25 
=mperor of Ansalon $4 |, Tyrant $15 Undermtn Trilogy 3 $6 Pluto Set $5 — Clanbook Ravnos $9 Character Compendium $20  Lodoss War $16 
distory of Dragonlance $16 Monst Comp Annual 3 $18  Vilhon Reach $14 ‘Terra Set $5 Dice $5 Heavy Gear $25 Lodoss War Gift Box $75 
<inslayer Wars $5 Of Ships and Sea $17 Volo Gde All Thngs Magicl $17 Uranus $5 Elysium Elder War $13 Northern Vehicle Comp $20 Luna Varga $25 
_eaves: Inn of Last Home $16 Sages & Specialists $17 Volo Guide Dalelands $13 Venus Set $5 Hunters Hunted $10 South Rep Army List $17 Megami Paradise $25 
_ord Soth $5 Sea Devils $17 Warrior & Priest of Realm $18 DICE POLY MEGATUBES Prince's Primer $9 Tactical Air Support $17 Princess Minerva $25 
Magic of Krynn $5 Shaman $11 Waterdeep $7 Opaque Set $3 Storytellers Handbook $15 Tactical Field Sprt $16 Slayers $15 
Viedusa Plague $5 Wizard Spell Comp 2 $21 Wizards & Rogues of Realm $13 Pearlescent Set $6 The Dark Ages $24 Technical Manual $15 SCIENCE FICTION 
Viurder in Tarsis 316 Wizard Spell Comp 3 $21 AD&D PLANESCAPE Transparent Set $5 Vampire 2nd Ed. $24 MECHWARRIOR 8Man After Perfct Collctn $16 
Steel and Stone $5 World Bldr Guide $17 Campaign Setting $25 Twinkle Set $6 Vampire Player Guide $19 Living Legends $10 AD Police $16 
FANTASTIC ADVENTURES AD&D ADVENTURES Doors to the Unknown $11 DRAGONLANCE FIFTH AGE WEREWOLF Mechwarrior $13 Akira $16 
<normn Steel & ChrntiBone $5 Dragon Mntn Dix Adv $25 Faces of Evil $16 Dragonlance 5th Age $21 Axis Mundi Bk Spirits $15 Mechwarrior Companion $12 Akira Letterboxed $24 
Tales of the Comet $5 Evil Tide $8 — Factol's Manifesto $17 Heroes of Defiance $17 —_ Bastet $15 RIFTS Appleseed $16 
Thief in Tomb of Horrors $13 Eye to Eye $11 Guide Astral Plane $13 Heroes of Steel $15 Chronicle Black Labyr $10 Rifts $21 Arcadia of My Youth $35 
FORGOTTEN REALMS Gates Firestorm Peak $17 Harbinger House $11 Last Tower Raistlin $17 —Dice $5 Rifts Hardbound $28 Ariel $26 
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Scavenging 


Amok 


Scavenger 
DOS, Windows 95 


peek: 


n 1996 Scavenger garnered a great deal 

of consumer interest, and many pundits 

predicted them to be the next id 
Software. Coasting on the vaporware trail of 
the highly anticipated (but never released) 
Into the Shadows, they were a stylish com- 
pany which produced incredible demos but 
came up short when it came to finished 
games. It is with no lack of curiosity, then, 
that one fires up Amok. Does the game live 
up to the hype? 

No. Amok is a solid but unremarkable 3D 
shooter. This blast-fest places you in the 
role of a no-good mercenary trying to 
rekindle a war, solely for the profit of a 
corrupt arms manufacturer. You pilot a 
craft that walks like a mini ‘Mech on land 
and cruises like a submarine at sea. 
Equipped with your obligatory energy 
blasters and a host of power-ups scattered 
throughout numerous game levels, you 
guide your craft through a linear series of 
missions, each with its own distinct goals. 

Amok starts out on the right foot, with 
excellent Windows 95 support. You can play 
in a window or full-screen mode, and even 
adjust the resolution and color depth to your 
heart’s content. Music is also a strong point. 
The pulsating techno beat of Amok’s sound- 
track is entirely appropriate for an action 
game, and good enough that you won’t turn 
it off after the first ten minutes. 

Unfortunately, gameplay itself is less 
inspired. Based on a 2.5D engine that uses 
sprites instead of polygonal objects and ene- 
mies, and featuring a very horizontal playing 
field, Amok’s action is solid but limited. 
Mastery of the game is highly dependent on 
lateral movement and patience: using the for- 
mer, you can avoid most enemy shots, and 
using the latter, you can avoid traps and 
deadly land mines meticulously. 

Amok looks and plays very much like a 
console game, with power-ups lying on the 
ground and enemies behind every corner. 
That’s not necessarily bad, but the relatively 
small and unthreatening enemies, unremark- 
able weapons and repetitive gameplay would 
make Amok a decent but unremarkable con- 
sole game. 

If you can’t get enough Doom-style action, 
or you’re really excited by games you can 
run in dozens of different resolutions and 
color modes, check out Amok. But if you’re 
looking for inspired gameplay or cutting- 
edge 3D environments, you’d probably do 
best to look elsewhere. —Joe Grant Bell 
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Scorcher 
Scavenger 
DOS, Windows 95 


pete tats 


Ah, that old crowd favorite, the racing game. 
The challenge of beating another driver 
while navigating an exciting environment. 
One of the original, and most pure, forms of 
gaming. Scorcher is a racing game; however, 
it manages to get wrong all that is good 
about racing. True, it’s damn nice to look at, 
but it’s more about beating a timer and 
showing off a fast 3D engine than competing 
against other drivers. A wannabe WipeOut, 
from the futuristic landscapes to the techno 
soundtrack, it’s derailed by poor controls, 
bad design decisions and incredible difficulty. 
The two difficulty settings turn a nearly- 
impossible game into an impossible one. In 
typically lazy fashion, the designers don’t 
make the opposing drivers better on the hard- 
er skill level; they give you non-regenerating 
powerups and even less time to complete 
each lap. Memo to game designers: the rea- 
son time limits are in arcade racing games is 
to force people to put in more money when 
the timer runs out. They have nothing to do 
with racing, which is about competition. If 
you want to force the player to set a goal dur- 
ing a race, make them place at a certain posi- 


Time; Powerslave 





tion in order to advance to the next race. A 


game like Scorcher reduces racing to a lap- 
by-lap survival contest, where you could care 
less if there are any opponents or not. 
Winning a race, which is generally the pur- 
pose and goal of a racing game, is irrelevant. 

In the game’s favor, there’s a practice 
mode to familiarize yourself with the tracks. 
However, that feature’s been implemented 
with some sort of cosmic disregard for the 
player; there are even time limits when you 
practice. How can you learn a track if you 
can’t complete it? 

With all of the hype surrounding 
Scavenger, expectations were high for this 
product, but it’s yet another case of technolo- 
gy in search of gameplay. —Steve Bauman 


Powerslave 
Playmates Interactive 
DOS 


pk ot 


We reached the saturation point on 3D shoot- 
ers about three years ago, but that hasn’t 
stopped companies from continuing to churn 
them out. For every success like Duke Nukem 
and Quake, we’ve had to suffer through a zil- 
lion games like Cyberdillo and Witchaven. 
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Which camp does Playmate’s Powerslave 
belong to? Unfortunately, the latter. 

Driven by an older version of the Build 
Engine powering Duke Nukem 3D, 
Powerslave seems deeply rooted in the con- 
sole mindset (indeed it’s been released for 
the Sega Saturn as well as the PC). 
Inexplicably, there is no saved game. There 
are “progress points” which allow you to 
start in various locations on a level if killed; 
however, you get three lives per level, and if 
you use ‘em up you get to start over (which 
is frustrating, not to mention boring). 

Worse yet are the extremely sluggish and 
ineffectual mouse control. PC users are much 
more sophisticated when it comes to control- 
ling their 3D shooters, and one that doesn’t 
allow things like circle-strafing and mouse- 
look had better have a good reason (or be 
damn good at everything else). There’s also 
no crosshair for targeting (the auto-aiming is 
very generous to height discrepancies — look 
up and shoot down) and no autorun option. 
Multi-player play, often the redeeming factor 
in games such as this, is lacking as well, lim- 
iting you to four players over a network, with 
no modem play. 

On the plus side, the level design is pretty 
good, and the enemies are quite funky and 
varied (the spiders, though, are downright 
aggravating). However, it’s not enough to sal- 
vage the game, because generally Powerslave 
just doesn’t have what it takes to compete in 
today’s 3D shooter market. —Steve Bauman 
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Studio 3DO, intent on releasing all their old 
console games to the PC community, has 
released Killing Time, a haunted house first- 
person shooter which has inbred itself with 
full motion video. Upon its initial 3DO 
release, Killing Time was a great title, even 
innovative — it interspersed its ghostly FMV 
laments smoothly into the real-time game 
environment and, more interestingly, threw 
the player into a single cohesive game world 
where all the levels were actively connected 
through the game’s haunted mansion. 
Oddly, Killing Time is still rather innova- 
tive. It’s nice to see a story line offered in an 
otherwise engagingly mindless shooter. The 
fact you’re not just looking for exit gates to 
get to the next level is a nice touch (indeed, 
you'll be going back and forth through the 
whole mansion and its grounds looking for 
keys, artifacts and doors), and the architec- 
ture of the whole game is excellent. Possibly 
the biggest surprise about this port-over is 
the fact that the game’s layout has been 
almost completely redesigned. It’s bigger in 
scope now, with wider outdoor levels than 
before, and the house is restructured as well. 
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Unfortunately, the vast open outdoor sections 
tend to kill the framerate. New monsters 
have also been added. 

Graphically, Killing Time provides an odd 
contradiction. The actual scenery and room 
graphics look great, giving the game a dis- 
tinctive stylishness, but the character graph- 
ics (especially the in-game video sequences) 
are atrocious. Grainy is too kind a word for 
the video here, with some of it almost indis- 
tinguishable from odd, talking gray and 
brownish splotches. One of the high points 
of the 3DO version is still present here, 
though: the musical score. Killing Time has 
an excellent array of appropriate tracks 
ranging from the ominous and moody to 
jazz. Sound effects are good as well, with 
some impressively eerie monster effects. 

Killing Time is still an entertaining and 
involving single player-only first person 
shooter. If you can get over the lousy charac- 
ter graphics, there’s enough here to keep you 
involved through the whole game, though 
not much more. — Jason D’Aprile 



































It’s yet another of those seemingly endless 
stream of console to Windows 95 conver- 
sions. While there’s nothing inherently won- 
derful and PC-centric about Microsoft’s con- 
version of the Crystal Dynamics 3DO classic 
Gex, there’s nothing really wrong with it, 
either. It was an above-average console plat- 
form game, and it’s an above average con- 
sole conversion. 

There are plenty of levels, with five differ- 
ent worlds, for your tail-whipping gecko to 
crawl around in. The most interesting aspect 





of the game is your character’s ability to 
crawl on walls and on the back of the screen, 
giving the game a decent pseudo-3D effect 
(it’s only slightly less effective than the “z- 
plane” scrolling in Sierra’s Hunter Hunted). 
Add to that some clever level design and 
decent sound effects (extra points for the 
cheesy b-movie horror motif) and you have a 
pretty entertaining game. 

The main criticism of this game is the 
same one as for most conversions: the game 





doesn’t take advantage of the PC. If anything, _ 
the PC controllers are less precise than those 

found on the average console system (though 

that’s arguably not the case with the 3DO 

and its terrible controllers). However, if 

you’re into the whole platform genre, Gex is 

one of the better examples, and definitely 

worth checking out. —Steve Bauman 









































Out of the tranquil blue skies, the mother 
ship rains down a torrent of plasmic projec- 
tiles. Ominous and foreboding, she obliter- 
ates a thriving city into rubble within min- 
utes of the barrage. A teaser for the upcom- 
ing thriller, Jess 2, you ask? Nope. Just one of 
the many missions of Scorched Planet, a sur- 
prisingly good game from Criterion Studios. 

As the avenger of all which does not suck, 
it’s the player’s job to save the citizens of sev- 
eral planets from eminent destruction using 
the latest in hovertank technology. Bouncing 
across a 3D landscape of jagged peaks, 
churning seas, and steep valleys creates an 
exhilarating experience second to none. 
There’s no greater adrenaline rush than 
being furiously pursued by killer bees, 
ravens, and a creature curiously reminiscent 
of a line dancing armadillo. 

No action game would dare call itself com- 
plete without a vast arsenal of weaponry. The 
Scorched Planet landscape is littered with a 





From left: Gex; Scorched Planet 


multitude of weapons, power-ups, and special 
devices. Oh, and the helpless victims you’re 
madly dashing across the battlefield to res- 
cue? In a subtle yet innovative approach, 
they can hold their own quite well. They 
even collect fuel and man turrets you place 
near them to protect themselves. Best of all, 
when you’re about to be overwhelmed by the 
onslaught of insectual beasties, a quick tap 
on the Morph key will transform your ) an 
Kryptonite Mazda into a flying craft. After aie 
collecting enough fuel to sustain flight, you | 
can turn the tables on your prior predators 
with a blanket of firepower from above. 

This game will inevitably be compared to 
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many, many of the current games in the 
industry. One can name-drop the classic 
Defender, Descent, Monster Tank Madness, 
or even Stellar 7 (Anyone remember that 
one?) and be completely correct. Put simply, 
Scorched Planet is the essence of everything, 
and the clone of nothing. It’s fresh, unique, 
fun, and an absolute must-have for any 
action fanatic. —Tim Royal 


Robotron X 


Midway Entertainment 
Windows 95 


KKK KY 


It’s rather sad when a game which could 
conceivably have been a five star title loses 
some ground because somewhere along the 
line, its creators flipped up by forgetting to 
add features which should be both standard 
and expected. Robotron X is just such a 
game. Midway has revamped the classic, 
Robotron (which was one of the coin-op 
gods of visceral, immersive gameplay), with 
flair and style, all the while leaving every- 
thing that made the original so great intact. 
To put it bluntly, Robotron X in all but about 
two aspects is a near perfect game for what it 
sets out to be. 

“What is it?” ask those of you who haven’t 
been in tune with the history of our fine 
video gaming culture? Take control of UGene 
as he struggles to rescue the hapless humans 
and destroy the evil Robotron army on a 





Clockwise from right: Alien Trilogy; Virtua 
Squad; Robotron X 


square grid that looks as if it is looming 
somewhere in the dark recesses of 
cyberspace. All you do here is shoot the bad 
things and collect the good things (be they 
humans or a plethora of power-ups). As with 
the original, you can move and shoot in 
entirely different directions, and while the 
arcade gave you two joysticks, there is obvi- 
ously some problem translating such a con- 
trol scheme to the PC. You can use the key- 
board, but most are likely to find that option 
obnoxiously counter-intuitive. Control pads 
work well, but this brings up the first and 
major problem with the game: while there 
are several different keyboard settings, the 
game lacks an option to reconfigure control 
pads. Two different pads (the Microsoft 
Sidewinder and the STD ProgramPad 6) were 
tested, and neither had a correct firing lay- 






out, making the omission very annoying. 

A four player network/Internet mode 
would have been incredible, yet the game 
offers only a two player where the players 
take turns. That aside, Robotron X allows 
you to choose between isometric and over- 
head viewpoints, uses 3D rendered, textured 
characters, and contains fast-paced, totally 
intense action. Even with the bizarre flaws, 
Robotron X is an addictive, utterly entertain- 
ing and just plain cool game. —Jason D’Aprile 


Alien Trilogy 
Acclaim 
DOS 


Rie wt 


Finding a diamond in the rough means sift- 
ing through a lot of roughage in its 
processed state to find the aforementioned 
gems. Truth be told, Alien Trilogy packs 
enough processed roughage to supply the 
industry indefinitely. 

At its best, the game provides action in the 
style of (cough, hack) Doom. The alien mon- 
sters drop down from ceilings and gratings 















when you least expect. As well, standard cut 
scenes and creepy sound effects serve to dis- 
tract the player, at times, from the game’s 
otherwise abysmal existence. 

The 3D graphics are sub-par at best, even 
in the touted 16-bit color mode option 
(which means they picked 16 colors that bit). 
Your arsenal of weapons is commonplace, 
and the aliens all die alike, in a highly unsat- 
isfying bitmap change from alive to squishy 
green goo. 

Wandering through the spaceship in search 
of another familiar looking corridor in which 
to keep wandering through the spaceship 
generates a new breed of monotony. Beyond 
lackluster weapons, minimal creatures, and 
uninspired game play, gamers are treated to 


levels most likely drawn on an Etch-a-Sketch 
with a missing knob. The unsettling suspense 
from the movie series lies dormant. 
Meanwhile, a queasy feeling creeps in, letting 
you know you’ve just paid cash for the com- 
puter equivalent of a barf bag. 

They say if you make a copy of a copy, 
you’ve achieved a murky replica of the origi- 
nal. Alien Trilogy is a coffee-stained copy of 
the original Doom. Not a single breath of 
originality is expelled, and the stagnation of 
a thousand clones before it pegs the stench 
meter way beyond the redline. Perhaps we'll 
never know why it’s so difficult to create any 
game based on a movie series without com- 
pletely flubbing it up. What we do know is 
this: when it comes to making games that 
gamers love, right now Acclaim doesn’t seem 
to have Acclue. —7im Royal 


Virtua Squad 
Windows 95 


Sega Entertainment 
Kk kK 


Another in Sega’s latest barrage of coin- 
op/console to PC conversions, Virtua Squad 
(known as Virtua Cop in the arcades and on 
the Saturn) is essentially as good as rail 
shooters get. The action-packed, well-timed 
and -paced true 3D environment, well-ani- 
mated polygon characters, body part sensi- 
tive aiming and way cool, Blade-Runner- 
style gun made Virtua Cop a true arcade 
classic. Well, OK, it was mainly the gun and 
the fact that you could blow the kneecaps 
off a guy before tapping his brain pan that 
made it cool. 

In the PC version, you can still blow a guy 
away starting from the legs and moving your 
way up with proper aim, but without the gun 
is there a point? Yes and no. This is the best 
example of its genre, short of the sequel, and 
the landscapes and action are still great, not 
to mention that mouse control is the next 
best thing to a gun. Onboard two player 
action is included, and in a strikingly ironic 
twist Virtua Squad even offers network sup- 
port, which was tragically lacking from the 
PC version of Daytona USA. 

Like all the rest of the Sega AM2 portovers 
(Virtua Fighter PC and Daytona USA), you 
can choose between low and high resolution, 
and fast or smooth gameplay. And like those 
others, in hi-res smooth mode the game 
looks great, but will play in slow motion on 
all but the highest end systems. However, in 
a comedic twist, while the game slows down 
at the highest graphic setting, your mouse 
control stays at normal speed, thus enabling 
even the worst players to practice their 
marksmanship to perfection through the 
game’s three different cop scenarios. 

Virtua Squad: good for what it is and a 
great translation, but somehow these gun 
games just aren’t the same without a pistol in 
each hand. —Jason D’Aprile 
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SoulTrap 
Microforum 
Windows 95 


KK 


Remember that Bugs Bunny episode where 
he was duking out with a burly cigar-chomp- 
ing construction foreman on the framework 
of some half-completed high rise? Remember 
how he got bonked on the noggin and 
walked around in a daze from narrow girder 
to narrower girder, then stumbled onto some 
other girders that were being lifted by 
cranes, then onto a mid-air platform or two, 
ad infinitum, each time looking all the world 
like he was gonna plunge to the ground 
before miraculously planting his lucky rab- 
bit’s foot onto something solid? 

If you do, the you’ve got a pretty good 
grasp of what to expect from SoulTrap. Only 
this time, you’re an unfortunate sort (Malcolm 
West, to be precise) who anguishes through 
terrible nightmares, generally involving 
heights, falling from heights and bouncing 
from height to height. The game details sev- 
eral “worlds” Malcolm experiences in his 
horrid little dreams, and you'll be seeing all 


veri 


Clockwise from above: SoulTrap, 
Nihilist, Alien Rampage 


five of them, but each one is pretty 
much based on floating platforms and 
the long drop beneath them. 

It’s actually an interesting concept, one 
which lends itself to Microforum’s claims of 
“a new standard for 3D games.” That “new 
standard” is a third-person view of our hero, 
one which can be rotated and spun about on 
an axis, giving a pretty good illusion of 3D 
and a view of the game’s textured graphics. 
Malcolm is always horizontally centered on 
the screen, shooting or jumping or running 
or picking up new weapons, etc., while 
dream demons grow in quantity and quality 
as the game goes on. 

Unfortunately, the concept is certainly not 
explored to its potential, and the game gets 
quite dreary after about the fourteen-thou- 
sandth platform-to-platform jump, becoming 
little more than a shooting gallery with a 
twist. It’s hard to explain, but some 3D games 
make you want to come back time and time 
again, while others, like SoulTrap, do not. 

It doesn’t help that bits and chunks of 
scenery occasionally flit about the screen 


where they’re not supposed to, and that the 
game will sometimes break apart into a near- 
ly indistinguishable rainbow of on-screen 
colors and shapes, forcing a quick reboot. 
The violence and bad guys are also formida- 
bly weak in their presentation. 

With suitably spooky music, a dark tone, a 
nice assortment of weaponry and a night- 
marishly intriguing idea, SoulTrap could’ve 
been more. As it is, it’s an initially inspira- 
tional but repetitive and only marginally 
entertaining exercise. -Gordon Goble 


Nihilist 
Philips Media 
DOS 


KK KKK 





There have been a number of takes on 
Asteroids over the years, the latest of which 
is Nihilist, otherwise known as “Asteroids for 
the Cyberpunk crowd.” With an extreme bent 





toward being 3D and inertially challenged 
(or, more precisely, challenged by inertia), 
this is one of those titles which tends to grow 
on you after repeated attempts to figure out 
just what’s going on. 

Nihilist is played mainly from a first-per- 
son perspective, though you can choose from 
among a few different viewpoints. The game 
takes place in outer space grid-enclosed are- 
nas, where you must win a battle of 
supremacy against other foul and sometimes 
alien clans. The grids can be elliptical, flat, or 
spherical; some enable up/down movement, 
while others allow only forward/back and 
rotational left/right motion. You collect 
power-ups and cash in the arena, which 
make it possible for you to get or buy better 
ships, weapons and equipment and pay your 
way into the next challenge. 

The main problem is that the game isn’t 
that easy to play. Inertia dictates your every 
move, especially when shooting at oppo- 


nents (leading your shots takes on a whole 
new meaning in Nihilist). Since you start 
out with a bare-bones ship which is, at best, 
obnoxiously sluggish, it'll take some time to 
move up to more responsive ships, and the 
game really strains the player to stick with 
it that far. 

Nihilist includes special glasses to utilize 
its 3D-like graphics mode, and the game, 
despite the bizarre-colored and simplistic 
graphics (everything looks like you’re view- 
ing it through a heat monitor), provides a 
distinctive play environment which has a 
decided coolness factor to it. The choice 
between a Euro-punk and Euro-not-so-punk 
ambient soundtrack (and a wide array of 
options to customize your listening pleasure), 
as well as the excellent sound effects, help 
the game’s atmosphere. 

Nihilist contains plenty of worthwhile ele- 
ments for shooter fans looking for a game of 
the “something old, something new, some- 
thing strange, something blue” variety, but it 
will likely take a while to get into what the 
game has to offer. —Jason D’Aprile 


Alien Rampage 
Softdisk 
DOS 


KKK 


Those gamers out there who like mixing in 
the classics with their daily diet of 3D techno- 
extravaganzas can rest assure that somewhere 
someone is releasing a good old fashioned 2D 
game like they used to make. Softdisk has 
taken this to heart with Alien Rampage, a 
game that would be just as at home on the 
Sega Genesis and SNES as it would your PC. 

Though not graphically impressive, Alien 
Rampage is a side scrolling shooter heavy on 
gory violence and mindless action. Take con- 
trol of an alien (who is more than vaguely 
reminiscent of the Predator) who has a lust 
for revenge so strong that not even death can 
stop him. He gets killed, he simply rises from 
the dirt again at the last save marker. There’s 
some sort of story for why the ugly little guy 
is so determined, but it hardly matters. The 
character graphics are pretty large as this 
sort of game goes (indeed, it makes Hunter 
Hunted look like midget wrestling), and 
everything moves along fairly well. 

There are some neat features (not new 
mind you, but neat) here. The alien can climb 
vines, manipulate switches and hang from 
ledges. There are some puzzle aspects to the 
game, and rendered boss monsters at the end 
of each world. But mainly, the levels in this 
game (over 20 of them) border on huge. It’s 
not unthinkable for one level to take almost 
an hour to complete. Which brings up an 
annoying aspect of the game’s design — it 
only saves the game after the completion of a 
level, the save markers only work while you 
are playing. Still, this is solid, classic gaming, 
with fierce action, fun and diverse levels, and 
good control. —Jason D’Aprile 
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Road to Nowhere 


In your Easter G-String 


ey, look! If you press Alt-Ctl-F7 with 

your right hand while holding down 

both shift keys with your left hand, 
and then type “Gomer Pyle USMC,” a window 
pops up and you can scroll through the 
names of all convicted felons in Cedar 
Rapids! Or press Ctl-Shift-F9, take two giant 
steps, press Del-PgUp-End, take two baby 
steps, hold down the space bar while saying, 
“Mother, may I?” and see a group shot of the 
lead programmer’s family reunion as The 
Star Spangled Banner blares from your 
speakers (SSB.WAV). 

These programming “extras,” commonly 
known as Easter eggs, probably exist in just 
about every piece of software released. Why 
do programmers take the time to encode 
these little treats? Well, we consulted well- 
known programmer psychoanalyst Studs 
Turkilobyte who said, “Vell, everybody has to 
haf somezink to point to.” Certainly he’s right. 

When the red-eyed sleepless programmer 
toils in his or her cubicle day in and day out, 
amid Twinkie wrappers and Jolt cans (let’s 


software to kiddie arcade. And speaking of 
hard core, as if there weren’t enough er, tit- 
illation in the Leisure Suit Larry series, its 
latest breast fest, Love For Sail, offers some 
pretty outrageous Easter eggs a few of 
which I’ve decided to share here. Sierra 
programmers went to a lot of trouble to cre- 
ate these, so if you have been undressing 
cartoon women with your eyes since adoles- 
cence (Betty Boop, Jessica Rabbit, Lara 
Croft?), and are still intrigued with the idea 
of cartoon nudity, you may want to take a 
look at these: 


Woman Where Action 


Vicki’s monitor shows two nude 
men from LSL6. CTL-click on the 


In the outer library, click on the 
beaver on the top shelf, select 


Vicki 433, Hot 
Vicki 
left man. 
Juggs 430, Library 
Other, type “milk.” 
Drew 302, Drew 


Drew’s gigantic “buddy” sits on 





Result 


Later when you and Vicki 
have sex, you'll see a little 
more. 


The next time you enter the 


Juggs’ dressing room, you’ll 
see them in all their glory. 


Later, when you and Drew 


never move too far from that long-standing close-up the table beside her chaise. Use head off to your room, Larry 
stereotype; it’s too much fun, and is in many the orgasmic powder on it.Then won’t block the view. 

cases still true), with a team of bloody- “drink” it. 

fanged, red-faced, deadline-encrusted sales 
and marketing reps mercilessly clawing at his 
or her back, it’s easy to see how the program- 
mer (delirious from lack of sleep) might say, 
“Well, what’s in it for me?” 

Initially, the answer to why programmers 
encrypted and included these bonuses may 
have been the same as the answer to the 
age-old “Why do dogs lick their...?” ques- 
tion, which is, of course, “because they can.” 
It’s possible that this still might be a partial 
answer, but probably the most important 
reason for the existence of these transparent- 


Annette 311, Boning = After the scene with Mr. Boning, Later, when you ring Annette’s 
exterior before giving the insurance poli- _ doorbell, you'll see her enjoy- 
cy, go to the hallway outside ing her new inheritance. 
Annette’s cabin. Find the third 
statue from the left. Click on its 
crotch, select Other, type “unzip.” 








In addition to the 
to-the-average-user extras is their “signature” Easter eggs, the game 


property. Sure, the programmers’ names offers the clandestine 
might be buried somewhere in the back of sub-game, Where’s 
the ever-dwindling supply of paper manuals Dildo? Yes, they’re 
that no one reads (with the notable exception there, folks, hidden in 
of CGS+ editor Scott Udell who not only the artwork per 
reads them but dines with them); but now, Junior Highlights 
with a mere ALT-SHIFT Right Click, type standard. Find all 32 
“WahWahWah” hit Enter, they are glorified to dildos and see all the 
the masses and are headed toward fame Easter eggs (there are 
through posterity (or until the actual deterio- more tat noted here) leaner briclssatehe werlden 
ration of the tangible media, the half-life of and you'll be treated to fire [4] Even non-Easter egg 
which has yet to be determined). Even if few a final post-credit shots don’t leave much to the 
outsiders ever actually see the egg, the cre- moment of Larry as imagination [5] Larry demon- 
ators know it’s there — they and usually as you've never seen him strates his Ierary knowledge 
: . : ‘ after having finished Of 

many friends and relatives as can possibly be _ before. Gee, sounds Human Bondage 
persuaded to partake. And that small slice of worth it to me. 
fame is generally enough. 

These superfluous tidbits have lived in 


programs for decades, from hard core system 





[1] Larry’s bevy - Note the 
object of his focus [2] Easter 
eggs enable you to see how 
the other half lives [3] Chic 


toons is only natural; and in 
issues such as these, when does 
Asking myself why I’m not offended by all adolescence ever really end? Oh, probably 


of this had led me to the conclusion that 
adolescent-like fascination with nudie car- 


never. And is that a bad thing? Oh, probably 
not. Sigh. -Cindy Yans 
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Party stats: 
1. Battered 


2. Healer 





Boots of Re i 


Unca wreaks revenge in Exile f= Say 





5. Bewildered 
\ ert te 6 Thambelne 
Dark Dragon (the dragon corner of Mertis. Ask him | Soe te Scknae shui 
° J } Rees ie ‘ 
who still thinks he’s Bogart) about brooch to get the Dt ge . Bini 243001954 
Beata rescued me from my African Ebony Brooch. The Ivory | ee Blocked Wes 
: ns - ie ac Sis a 1 t 
Heartburn, but not before Kate had a plastic Brooch is in the cave of REE te hea e oe MM Blocked West 
‘ ; , peiaieiaieiaeeiorentmm Blocked: West 
surgeon refurbish my face. My head was Motrax (guarded by fire- f 1 Blocked: South 
: Look: Select a space. Control-click 
completely bandaged for many long weeks; drakes to the west). Ask the H! to look more than once. 
but Slim was always there for me. She loved friendly spiders in their 13 cet Me | Bookshel 
i : . ef me OY 't fi ing, 
me, fed me, responded to my every whim. cave due north of Draco OD icc tote oken Pvnctéi 
“When are you getting out of bed, you lazy about mission and then res- oan 
lout?” cue a captive in the north- worn walhines 
“When the bandages come off.” eastern corner of Aranea item 





“That day has come.” 














Paige ; ; . [1] Go to the southwestern corner of the — os — Pay at amy on 
Wait, what are you doing with those scis- Castle to get the Gold Key [2] The Shattered ye sot * 
sors?” Fort is south of the lava pools in southeastern .—_ _ 
“Well, I'll be... your face. ..!” Exile [3] Aydin is in the Hidden Tower onthe || 3 i 
P sie. Suns eastern island two islands north of this dock | « a} 
What’s wrong with it? a viene 
8 [4] Khoth’s cave is in the northwestern corner : ash x 






She held up a mirror and I saw that think- 9 ¢ Exile [5] A secret door to the east leads to € Thabebn 
ing I was Bogart was going to be a whole lot ___ the first of two towers 


easier, now that I looked exactly like him. 
Bewildered takes 18. 


Hot & Not 
The role-playing game Diablo was scorch- | gee Bewildered taker 18. 
ing, super-nova hot during January. It’s bug- : 1 = oe 7 ees 
free and one of those addictive games : : You 
which keeps everyone up all night. oo 
Timelapse continued to rule as most popu- , 
lar adventure game (except for the amazing 
Myst, which is still the number one best 
seller). Look for copies of Amber Journeys 
Beyond, Spycraft and Congo in the dis- 
count bins. They have never gotten as much 
attention as they have deserved. City (west of the friendly spiders’ cave). Go 
back to the friendlies and find the 
Exile: Escape from the Pit (part four) Malachite brooch on a body in the north 
Exile is available at outreach.com/fantasoft. (past a previously blocking web). 







ped swrten 4 Lose 


GED G: 24910 Fis2 

















Thumbelina takes 31, 
Blocked: West 
LAVAI 
Battered takes 20. 
Healer takes 21. 
Abma Phd takes 21. 
Bashed takes 22. 














You leave the boat 

Pause 

Lega ‘You board the boat 
it 






After leaving Sulfras’ lair go talk to Then go back to Erica for instructions , ee 
Patrick in his Tower about fort. Push the and get the summoning ritual. Row back to " samammaal Movs (ou Dowdne bos 
i mt ou eat. 
button in his desk and search the book- the Giant's Boat Dock to talk to Aydin (in A y erat Blocked Not 


shelf at the end of the secret corridor fora the Hidden Tower on the east island two 
password. Go to the southwestern corner of _ islands north of the dock). Use the Orb to 
the Castle through the magic barrier to get fly across the east bay. Alternatively, bathe 


the Gold Key. It opens the locked room in in the fountain on the island to the west, 
the far northwestern corner of the lava row east, and safely pass through the force 
filled Shattered Fort (there’s a boat west of _ field to the tower. Ask the guard about door 
the entrance) south of the lava pools in to enter. Ask Aydin about trap. Ask Josie 
southeastern Exile. Take the amulet (the about defenses to turn off the force field. 
Royal Seal). Row west. Walk to Khoth’s cave between 

Row your boat to Erica’s tower (you'll have __ the two lava fields in the northwestern cor- 
to kill the gremlins again as described in last ner of Exile. Talk to the dragon about scroll 
month’s Boots) and talk to her about mission and go to the chasm south of the Giant’s a ae 
and instructions Get her tower key from the _ Fort and fly over it. The scroll is hidden in gaa saiwqiyr pesca Seco 
library to the west, then get the five the Strange Cave on the other side. Press a —————— 
brooches. Kill Pyrog the dragon (his lair is switch in the eastern most bedroom to open and follow the path to a second. On the other 
east of the Giant’s Fort and Gate) to get the a passage south. Return the scroll to the side of it is a long passage to a pentagram. 
key that opens the door in the north. A secret pedestal in Khoth’s lair and ask about ritual. Erica will then transport you to Hawthorne’s 
door to the east leads to the Chalcedony Go to the river and row a short ways Castle. Go north and assassinate him and she 
Brooch. The Pearl Brooch is in the Dark Pit south. A secret door to the east leads to the will transport you back. Congratulations, you 
northeast of Mertis. It is on one of the many first tower. Go to the north end and press the _have finished the game! 
bodies past the magic barriers. Bertrand is Seal in the lower corner of the Fresco. Go to Isten veled! (A Hungarian farewell) 
hiding behind a building in the southeast the south and pull the lever. Exit the tower -Andy Backer 
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Get smart. 
Get very smart. 
When you're in the 
thick of battle & the 
enemy's breathing 
fire down your neck & 
there’s freakin’ wild 
jackals at every turn 
ready to snap at your 
very vitals- 

that diploma don't 
mean jack, bud. 

you need help... 

you need a guide. 

You need a 
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Diablo 


Blizzard Entertainment 
Windows 95 


Ww 


’*know Blizzard’s blue logo? The one 

that pops up in the beginning of all 

their games? The one that starts out 
on its side in the foreground and develops 
backwards into a full horizontal view punctu- 
ated by a rotating laser light? You don’t? 
That’s good, actually, and it makes a state- 
ment about Blizzard’s sense of style. You can 
click right through that baby. It doesn’t force 
itself on you, insisting that you watch the 
whole treatment every time you play (unlike 
a certain rock I won’t elaborate on). And 
that’s the beauty of most of the worlds creat- 
ed by Blizzard...no muss, no fuss, no compli- 
cation, no dragging the player through com- 
plicated, useless or unwanted machinations. 
Blizzard knows how to create pure and sim- 
ple fun. Period. This clear-cut enjoyment is 
what Diablo is all about. 

The backstory, perhaps the most weakly 
developed aspect of the game, involves the 
kingdom of Khanduras which is currently in 
deep sh...er, dire straits. The central problem 
seems to lie in its town of Tristram, which 
contains a cathedral built over the ruins of 
an ancient monastery from which peculiar 
noises and mysterious lights emanate. Its 
halls are not abandoned, but are crawling 
with frightening succubi (frightening at least 
to the uninitiated) and writhing and magical 
demons of many varieties not found in your 
grocer’s freezer. The player will explore the 
forgotten past, revealed through conversation 
with townspeople and reading of tomes, and 
realize that the lord of terror, Diablo, resides 
deep within the monastery and must be 
stopped. Don’t expect to get a sense of story 
through gameplay, however. Read the manual 
or visit a web site or two. 

Although it is billed as a role playing 
game, dedicated RPG-ers will find nothing 
resembling multi-class character generation 
or party building (except in multiplayer 
mode), and statistics mongers will find the 
character screen shy of the hard-core cate- 
gories they may be used to. For instance, the 
element “dexterity” is quite general, and 
encompasses all of the much more special- 
ized skills found in more traditional RPG’s 
such as lock-picking, swiftness, climbing, 
bungee jumping, needlepoint, etc. Mini- 
quests, for the most part, are very insubstan- 
tial but do occasionally result in the acquisi- 
tion of cool stuff. One may choose to play as 
either a Warrior (male only), a Rogue 
(female only) or a Sorcerer (male only). I 


reviews 


cool day in hell 


handy energy field [2] Murder 
and mayhem as a warrior 
wields his blood-covered axe 

Early level skeletons crum- 
ble the minute they get near a 
Wall of Fire [4] When running 
away is a good idea, a blue 
portal always does the trick 

In this game, crucifixion 
was the easy way out 


wish they had gone one step further to make 
all characters bisexual...er, well you know 
what I mean. 

If we view Diablo as an action game with 
role playing elements, however, it shines in 
every area. Third-person 3D isometric views 
are fabulous, allowing the player a generous 
look at each of the dungeon’s fifteen levels. 
Your character is beautifully detailed, and 
appears in garb appropriate to his or her 
armor class. The mapping feature is out- 
standing. Randomly generated, the levels 
appear more and more ominous the closer 
you get to Hell, and pools of lava and stalac- 
tites abound. A view will be even more 
encompassing if your light radius is artificial- 
ly enhanced via rings, amulets or armor. 
There’s a huge variety of weapons, armor 
and artifacts, crafted from many possible 
materials. The stuff of which your weapon is 
made is often descriptive of its offensive, 
defensive or magical properties, and it’s sure 
to have a high-falutin’ name as well, like 
“The Topaz Flaming Mace of Flailing Doom,” 
or something equally lofty. 

Monsters are fabulous. They come in assort- 
ed colors and textures — and they die so beau- 
tifully...they can explode, tumble, melt, crum- 
ble, collapse, fling their disembodied parts 
about, squirt bodily fluids, disintegrate or sim- 
ply swoon; and they have hundreds of really 





great ways of saying “Ouch!” The Spitting 
Terrors are particularly interesting. They vomit 
globs of acid at you and upon expiring, melt 
into pools of bubbling, mucilaginous goo 
(resembling the inside of steamed okra) which 
still causes damage if you step in one. Mmm- 
mmm. When you get right down to it, though, 
killing monsters is what this game is all about. 
“How many can I get before they get me first?” 
“How many do I need before I ‘level-up’?” 
“How many can I kill before my Wizzing 
Warbling Wand of Wonderfulness needs 
recharging?” “Is it really 2 AM?” 

You will probably find yourself asking that 
last question on a consistent basis. Why? 
Because Diablo is definitely addictive. The 
last thing to which I was this addicted was 
Warcraft II: Beyond the Dark Portal. Hmmm. 
Can this be the beginning of a pattern? I sus- 
pect so, because Blizzard has once again 
shown that it knows how to reel us in: little 
to no learning curve, a simple, easy-to-use 
interface and plenty of real-time, moment to 
moment suspense wrapped up in some pretty 
snazzy glitz with body-part-projectiles. What 
more could we ask for? Oh, drop into any on- 
line Diablo thread and you'll see a wish list. 
You'll even build one of your own, but you'll 
have one heck of a good time while doing so. 

Another standout feature of this product is 
its replay value. Approaches toward the goal 
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dom from game to game, 
and weapons, armor and items are so numer- 
ous that you’re always acquiring something 
new to try...not to mention the game’s mul- 
tiplayer universe. So now that we haven’t 
mentioned it, let’s go ahead and mention it. 
For anyone who enjoys a good multiplayer 
dungeon crawl, Diablo can’t be beat (...yet. 
Ultima Online growls from the wings). 

The program allows up to four players to 
form a party which will journey deep into 
the labyrinth beneath Tristam. A multiplayer 
game may not be saved, and lasts only as 
long as one character is still playing — anoth- 
er reason you're liable to be strung out at 2 
AM. Anything you're not carrying goes away. 
Although one can create a direct, modem or 
IPX connection, a very popular place to play 
is at Blizzard’s on-line site, battle.net. Here 
you can find a party any hour of the day or 
night and may either chat, trade and sell 
items, jump into Hell for a go at Diablo, join 
guilds, kill one another (highly frowned 
upon)...all of the usual multiplayer dungeon 
activities, except here we have a more 
superlative start than usual — a solid, gener- 
ally bug-free piece of software (eat your 
heart out, Daggerfall) that will keep players 
entertained for hours on end. 

The biggest problem I find with the multi- 
player aspect is that you cannot port a char- 
acter from machine to machine. In an effort 
to thwart hacked characters, Blizzard created 
an encryption scheme which (so far) does 
not allow a character to be transferred to 
another machine completely intact. After a 
machine upgrade, my level 15 multiplayer 
character wandered around on battle.net 
naked and penniless for a Jong time, eventu- 
ally relying on the largesse of strangers. She’s 
better now, but it was very sad to lose all the 
things that took so long to acquire. There is 
a hack-character cheat at this time, but still 
nothing to preserve your loot in the instance 
of weekending at your country house where 
your other PC awaits...or taking a character 
back and forth from home to work. 

Despite the rather pale storyline (at least 
within the game itself), watered-down 
quests and a fair amount of necessary repe- 
tition, Diablo is a must for anyone interest- 
ed in “just plain fun.” Action gamers and 
RPG-ers alike will be enthralled. Don’t stay 
up too late on battle.net, and be sure to 
watch the Blizzard logo-development at 
least once. You owe it to the conceptual 
artist. -Cindy Yans 
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Terry Pratchett, a household word in the UK, 
has sold mountains of books based on his 
Discworld universe. His stories and charac- 
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ys right o : 
II: Missing Presumed...!/? centers around two 
of Pratchett’s main characters, Death, the 
hooded entity with the BIG VOICE (who 
speaks entirely in upper case), and 
Rincewind, the little inept wizard whose cow- 
ardice breeds cunning, and who is usually 
the first one to come to mind when some- 
thing unpleasant needs doing in the Disc’s 
city of Ankh-Morpork. 

The unpleasantness of the moment lies in 
the fact that Death has been in a rather nasty 
explosion which caused him to disappear 
and reassess his existence (while sipping 
pina coladas on a desert island). As 
Rincewind, the player is enlisted to locate 
him at once, since without Death on duty 
collecting bodies and souls and disposing of 
them properly, all of the recently dead just 
linger about in the streets, not knowing quite 
what to do with themselves. 

Once Death has been located, Rincewind 
must assuage the old (!) fellow’s insecurities 
by waging a PR campaign to enhance his 
popularity. Unfortunately for Rincewind, this 
works beautifully, leaving the pointy-hatted 
wizard holding the body bag. At the mercy of 
Death’s horse, Binky and his servant Albert, 
Rincewind must somehow find a way to reen- 
list Death in the duties which he has per- 





formed since the beginning of...well, death. 

Terry Pratchett is a very funny man. So is 
Gregg Barnett, writer, director and producer 
of Discworld I. So why isn’t this game 
funny? It has all the elements of being funny. 
It has Eric Idle as Rincewind, doing as bril- 
liant a job here as he did in the original 
Discworld. It has comical situations, interest- 
ing characters and delightful cartoony graph- 
ics. But it has one tragic flaw which keeps it 
out of that small elite circle known as excel- 
lence. It has too many words. It has miles of 
dialogue which seem to stretch twice around 
the globe and back again (or around the 
Disc, should we say?). The original Discworld 
was a bit wordy, but was reigned in enough 
for its humor to better shine through. 

It’s the same issue we see time and time 

















of Pratchettian verbiage, we'll read Pratchett. 


If we want to sit through hours of dialog, 
we'll see an animated feature film (or “click- 
ie” as they say in Pratchettian). The designers 
promise 100 hours of gameplay. Well, yes, 
that may be true, but most of it will be spent 
listening and re-listening to interminable dia- 
log. Yes, there is funny dialog and you will 
laugh on occasion. But the mere breadth of 
the script is enough to engender impatience 
on a grand scale. You'll return to talk to a 
character for the third time (and you need to 
in order to see if there are any new develop- 
ments), and you'll find yourself madly click- 
ing through the dialog you had already 
heard twice (thank goodness you're at least 
able to interrupt it) saying, “c’mon... 
c'mon...” so that when it’s finally done you 
can then (oh, joy) click on the next dialog 
choice which you have probably (but not 
definitely) also heard twice before. 
Maddening. As for criticism, however, that’s 
it. It’s just one thing, but it is enough to have 
really stunted the pleasure you'll get out of 
this game. 

Molasses-encumbered dialogue notwith- 
standing, there is a lot to recommend 
Discworld I. Barnett, who has come a long 
way from a little world called Teeny Weeny 
Games (now Perfect Entertainment Ltd.), 
has done an extra- 
ordinary job of puz- 
zle design. Puzzles 
are well crafted and 
not at all as unintu- 
itive as those in the 
original game 
(putting the octo- 
pus in the outhouse 
toilet then drugging 
him with love 
potion custard so 
that he will grasp 
the fishmonger who 
is forced to rush 
into the outhouse 
with diarrhea 
because you have 
fed him prunes in 
order to steal his 
belt buckle from the pants around his 
ankles from underneath the door...indeed). 
Instead, we have clues and nudges every- 
where, presented at a perfectly balanced 
level of helpfulness. In addition to the won- 
derful puzzles everything else outperforms 
the original game in spades: graphics, 
sound, music, fabulous characters...and 
(gasp!) not a bug in sight. 

So if you limber up your clicking finger so 
that you may click through repetitive dia- 
logue at lightening speed, you'll really enjoy 
the rest of Discworld II. Pratchett fans will 
have a lot more patience than the rest, but 
underneath all the prattle is a very solid 
game. I hope the Barnett / Sutherland team 
is avidly at work on a new project. The talent 
there is evident. —Cindy Yans 
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Part Two: Be a part of 
it... New York, New York 


Avian Plaza 


Enter New York, wander around and view the 


sights. Enter the corridor, marked by the yel- 
low design, and find two locked gates. Puck 
will call your attention to an item on the 
floor that resembles a tuning fork. 

Go back to the control panel in the avian 
plaza and insert the blank plaque into the 
slot. Move the piston to each position 
and note that three of them emit a 
single tone and the last on the right 
emits three tones. Leave it in this far 
right position and head for the corri- 
dor again. 


Gathering still more inventory 
After the first step inside, check your 
arm computer map. Head left or for 
the corridor at the top of the map 
and navigate to the other end of the 
island. While traveling 
the corridors of New 
York, keep turning in 
place. Puck will alert you 
to additional tuning 
forks. Arrive at the far 
end of the island and 
enter the human plaza. 
Ignore the duplicate con- 
trol panel but don’t miss 
the blue-yellow jewel 
lying on the floor. 

Exit the plaza and tra- 
verse the lower corridor. 
You should find the last three tuning forks 
and arrive in the octospider plaza. 


Octospider Plaza 

Search and find a green-green jewel, a blue 
filter, a video camera with a data cube, and 
an indigo-yellow jewel. Once again, ignore 
the control panel. Find the small museum 
room and use the green-green jewel to take 
O’Toole’s anniversary photo. Examine the 
reverse for a code. Use the blue-yellow jewel 
to take the yellow-red jewel. Look at the 
refractive prism. You don’t have the jewel to 
take it but note that the table rotates. What 
happens when light passes through a prism? 
Try it. 

Back to the octahedron where the photo- 
sensitive plate calls for the use of the 
prism/flashlight combination. Turn on the 
color-mixing machine and use the three slid- 
ers to mix the colors to match those above 
the monitors. Go back to the two-tone gray 
wall and find a new door. The octospider 
icon plugs into one opening but another 
object is needed. 





Human Plaza 

Back to the human plaza and the tuning 
fork statue. One fork will unlock the penta- 
hedron and the mantis biot will use a blue 
light to activate the door...a familiar exercise 
by now. Take a seat and go up to the next 


level. Continue on to each level and the 


relationship among the monitors, animals, 
size and order should become increasingly 
clear. Now visit the previously locked level. 
Return to the plaza and the previously inac- 
cessible door. The human icon plugs into 
the panel but another item is necessary to 
unlock the door. 


Avian Plaza 

Return to the avian plaza and the tuning fork 
recess in the wall near the ramp. Using the 
appropriate tuning fork, move the ramp until 
it aligns with the open door. No, you can’t 
unlock the other doors. Go into the room 
and take the piston device. A perch would 
help you reach the handle that appeared 
after placing the neck ring on the avian at 
the tetrahedron. If you could only tilt that 


Myrmicats and melons 
do [3! Can | interest you in a neck ring 
something extraordinary 





























I must have done 
The key to New York 


metal spire and climb up to get a perch. 
Enter the tetrahedron and find another alien 
machine. Remember the picture on the wall 
with the myrmicats and the melon? 
Something opened...follow that flying avian. 


Avian Shaft 


At the end of the level, one corridor is a 
locked door with a three-digit myrmicat num- 
ber over the doorway. Make notes of these 
numbers in your explorations. Visit the side 
room and listen to the avian counting. No, it’s 
not a puzzle, just a hint of things to come. 

Descend to level two. The avian is sharing 
his melon; it would be nice to do so in 
return. Cut it in half with your knife and eat 
your half with the spoon. Offer the other half 
to the avian, follow his lead and receive a 
gift. Before you leave, take another melon for 
a psychedelic snack later. 

Next, level three and the theater. Take the 
oil-filled gourd and the pendant in the cos- 
tume shop. Go back to the shaft and oil the 
mechanism at the base of the doorway. Cross 
the bridge and climb up to the level two-egg 
hatchery. Climb the jungle gym bars and 
retrieve the alien cable. 
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OG hints & tips 


Climb down to level four and enter the 
lecture hall. Puck says that the controls to 
extend the ramp to the podium are else- 
where. Before you leave, note the numbers 
over the door. Return to the locked door on 
level one. Use the acoustic device on the 
receiver and enter the door code. Turn the 
dial on the control panel until a picture 
appears on the only working monitor, enter 
the lecture hall 
code on the key- 
pad, and move the 
slider control to 
extend the stairs. 
Return to the lec- 
ture hall podium 
and pull the han- 
dle on the control 
panel. Turn around 
and descend into 
the shaft using the 
alien cable. Find 
the pottery bowl 
and then enter the 
room you first saw 
on the monitor. A 
bowl of the caustic 
liquid should 
unfreeze the drain 
control. Retrieve 
the pool pendant 
and return to the 
lecture hall. Look 
at the wall panels, 
particularly the 
one that depicts 
the shaft, and have 
a well-deserved 
melon snack. Write 
down that code 
and return to the 
hatchery. 

Examine the 
base of the central 
column. Place each 
pendant into the 
red triangular area 
and take the mag- 
netic card. Return 
to level one and the elevator to the right of 
the control console, again noting the code 
above the archway. Insert the magnetic card, 
enter the code from the lecture hall wall 
panel, and return to the shaft and climb out. 
Save your game before doing so because the 
final sequence is timed. 


entrance to New York 


Octospider Lair 

Take Falstaff and proceed to the octospider 
plaza and the door in the gray wall. Use the 
costume pendant to unlock it. Enter the open 
door on your right and watch the octospiders 
dance. Press the third of the four white keys, 
use the indigo-yellow jewel to unlock the 
compartment and take the jewels. Don’t both- 
er searching since you don’t have the key 
jewel in inventory, yet. There is a jewel 
behind the locked octospider gate and it will 
surely be a knighthood for Falstaff if he 





[1] A caustic lye [2] You are here [3] Wasn’t the bomb at 
the ice port more accessible [4} Curtain call for the cast 
[5] This reminds me of Chutes and Ladders [6] The 


should be able to retrieve it. Unlock the gate 
with the blue-orange jewel and go back to 
the central room. 

Step on the pressure plate and look up. 
Write down the code and convert the base 
eight number to base ten. Continue straight 
across and enter the gate with the indigo- 
green jewel. View the displays in the room on 
the left at corridor’s end. Exit, go left, and use 
the violet-blue 
jewel to 


unlock the gate. Examine 
the spiked pit, take the 
right exit and unlock the gate with the green- 
red jewel. Approach the control screen to the 
left. When you stepped on the pressure plate 
next to the spiked pit, the spikes retracted, 
The idea is to reverse it. Enter your base ten 
code in the light panel. If you noticed before, 
the spikes were inside the circle on the panel. 
After correctly entering the code, the spikes 
have extended outward. Climb down the 
spiked pit, take two steps forward and turn 
right. Press the square on the map to activate 
the gate lock above. Look up and convert the 
code to base ten, enter it on the wall panel, 
and climb back up. 

Return to the display room and unlock 
the gate with the orange-red jewel. Play the 
octi-math game and the octospider will give 
you O’Toole’s catechism card. Take the 


piece of food from the dish and most 
importantly, O’Toole’s chart from the top of 
the number box. 

Climb back down into the pit and go to the 
mini subway on the left. Put the octi morsel 
into the subway and then place Falstaff in the 
car. Lure the frustrated octi from O’Toole’s ID 
card by placing the treat in his bowl and take 
the card and the green laser light on the left. 
Exit, step on the pressure plate, look up, con- 
vert to base ten, enter the code, and climb up. 


Deactivating the bomb 

Return to the bomb in the human plaza. You 
did know it was behind locked door number 
two? Align the human, octospider, and myr- 
micat numbers nine on the wheels. Use the 
green laser light to activate the crane biot to 
get rid of that annoying spider biot. There 
are six possible codes for deactivating the 
bomb depending on which number was on 
the back of O’Toole’s photo. Per the cate- 
chism card, the first number is always 15 or 
0252 from the chart and the last is 33 or 
1097. The four digits already in place on the 
bomb panel will help you with the rest of the 
sequence. The numbers 3 and 29 from the ID 
card encode to 0047 and 0853 respectively. 
Input your correct digits and enjoy the 
finale. —Janet Blackburn 
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take off! Our latest enhancements found in Volume II of this CD-ROM version features hi-res Super VGA 
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computer classic include all new opponents and our unique 
Random Play feature— your opponents have up to three 
different outfits and there are many different poses at every 
level of play. The computer selects outfits and poses at 
random. Every time you play the game, you get a different 
sequence of images. With an average of over 60 poses per 
opponent, you will never lose interest even when playing the 
same opponents over and over again. And, of course, the 
graphics are our state of the art CCG 800x600 Super VGA 
Graphics. And, using the latest in CD-ROM technology, we 
are able to include an additional 24 opponents on this 
CD-ROM! They are available in groups of four and can be 
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unlocked by placing a toll-free phone call! 
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The Hangar 


Eric Parker: Have force model, will program. Wire parsoft.com 


Note: Steve Wartofsky’s bowed out 
this month to make way for 
John’s excellent interview. He’ll 
be back next month with further 
Crunch antics. 


To get an accurate “force 
model” I had to come up with 
a response function for how an 
aircraft behaves. I built a 
mathematical wind tunnel. It 
was the airplane with the 
physics, but without gravity or 
motion. It computed the 
motion but didn’t apply it. I 
wrote a special version of 
A-10 which took each 
airplane to the wind 
tunnel and got the 
response function 
to various angles 
of attack, in vari- 











































he heart of any good flight 

sim is the flight model. A-10 

Cuba!s was done by Eric 
Parker, and is a blast to play. Eric is 
one of the “old heads” in flight sim 
programming. He began developing 
flight sims in high school. Parker 
produced Hellcats Over the Pacific 
and A-10 Attack! for the Macintosh, 
each of which won MacWorld’s Best 
Flight Simulator award, in 1992 and 
1995 respectively. We thought he’d 
be an informative source on what 
makes a great simulation, and on 


Eric Parker 


Even debris is “physics 


what’s on the sim horizon. modeled” in A-10. These 
CGS+: Eric, what’s different about chunks of runway concrete 
A-10’s flight model? will realistically tumble until 


they run out of energy 
EP: There are several aspects of the 


model that are hard to do, and most ps sea 
about to “auger in” It maybe 

games don’t bother to attempt them. computer controlled but it 
We modeled both linear and angular _ will be flown without any 
motion using physics. We treated the “cheating” by the Al due to 
aircraft as a rigid object. Also, every _ the sophisticated flight model 
individual aircraft has its own specif- You maybe able to put the 
ic physics modeling; lift and drag Hawg's nose on a MiG but he 
curves, surface area, weight, mass. MOIRS Sry CARTES, rae 

4 ? > him up and shoot fast; he’s 
Each has specific response functions —_ got the speed advantage 
tuned for the autopilot. This elimi- ' 

a ele Feet wet with a hot nose; 
nates pilot induced oscillations (PIO) you'll be able to show these 
when the computer tries to fly them. __ sailors why they practice the 
Explain the difference between a “Abandon Ship” drill so often 
straight linear model versus an 
angular flight model. 

On the linear side, a lot of 
games actually do some 
physics, although they are 
pretty simple physics. It’s basi- 
cally Force = Mass x , 
Acceleration; everybody learns ‘ © encom 
that in high school. The angu- 
lar motion is then sort of faked 
with what I call “rate equa- 
tions.” You have equations 
which relate rates of airspeed 
to roll rate or pitch rate, simu- 
lating a stall when airspeed 
gets below a certain value. 


This huge transport is 





To do a complete “force” flight model like A- is the part most people don’t bother doing. ous configurations. That response function 
10's, you have to have an inertia matrix. It’s a Unfortunately, almost everything one does was programmed into the autopilot code. The 
3x3 matrix which figures out inertia and the in an airplane is not simply linear. autopilot code could then aim the airplane in 
response of bodies to various forces and Right! For example, just adding power in any direction. From that the AI could set a 
torque moments. It does F=MxAon the lin- straight and level flight is linear, but it takes plan, a destination. That destination is sent 
ear side and, most importantly, uses an inertia a while for the response, due to inertia. As back to the autopilot function, using the 
matrix on the angular side. Having to solve soon as you roll into a bank, its no longer response function from the wind tunnel pro- 
that differential equation for the inertia matrix _ linear at all. gram. That’s how we made the other aircraft 
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[1] Can you say SAM? This row of Rapier missile 


launchers will make short work of the unwary. 
Yes, the missiles have a full “force model” as well 


[3] Anytime you see a jet engine trailing a 
long, yellow flame it’s not good. If it’s a friendly 
help him escape. If it’s a bandit, try to add him 
to your score 


[4] This two-ship of A-10’s is landing long to 
avoid the runway damage. Touch down in 

a runway crater and you'll shear the gear. 
The physics modeling will then give you 
the ride of your life. The maintenance 
officer will not be pleased 


fly like real aircraft. That’s a lot of work; 
that’s why most games don’t do the response 
of the airplane to angular motion. 

How will the new 3D graphics cards affect 
the way you program? Where is that 
technology headed? 

I think the 3D hardware accelerators are going 
to be a real boon for simulation-type games. 
They offload the requirement for the CPU to 
render. Rendering takes almost 90% of your 
CPU time in current flight simulations, just to 
put the textures onto the screen. Having 3D 
hardware do that means that the CPU is freed 
up to do a much better job of the flight model- 
ing and keeping track of the simulation. 

Do you think MMX technology is going to 
improve the graphics situation as well? 

I don’t see the new Intel MMX technology as 
being the answer. It still requires the CPU to do 
the rendering and MMxX also takes away the 
floating point unit while you're using it. I hope 
people don’t get confused into thinking MMX is 
going to result in better 3D games. You cannot 
do floating point at the same time you’re doing 
MMx. You can do either one or the other. 

led. Note: we’ve heard you can switch back 
and forth between MMX and FPU readily in 
programming; however, the actual switch can 
take up to 100 cycles, quite a bit in program 
execution time. ] 

How important is that floating point capability? 
In A-10, the physics and those differential 
equations and all that code had to be solved 
with just 16-bit integer mathematics. It would 
take weeks just to get all the error analysis 
down to where we wouldn’t have an overflow 
in 16 bits. With floating point math, you’ve got 
56 bits of precision versus 16 with the integer 
math. It essentially eliminates the error analy- 


COMPUTER GAMES 


sis. I can model a thimble or a C-5 with the 
same code. With floating point, I can take my 
equations, the mathematical modeling, and 
copy and paste them into the code. They work 
perfectly. It gives us more accurate results 
and gets the job done more quickly. 
Floating point is very, very important to the 
flight model. 

Will the gamer have to disable MMX or can 
you get around it in your programming? 
You won't have to disable MMX, you just 
won't use it. When I program, Ill just 
ignore MMX and continue to use floating 
point and then use the 3D hardware to 
draw the polygons on the screen. I need the 
floating point performance to do all the 
physics, the mathematical modeling, the 
simulation. The 3D hardware can do all the 
rendering. MMX could still be used to accel- 
erate sound output without any problems. 
That’s the optimal solution. 

It sounds like 3D hardware is the answer to 
a gamer’s dreams. 

Another interesting aspect is that once the 


[2] The A-10 carries an amazing amount of 
ordnance and there are plenty of things that need 
killing. Just remember the mission goals need to be 
accomplished before the weapons racks are empty 











3D hardware has migrated to the mother- 
board, it will cause another change. When I 
can write a game which requires 3D hard- 
ware without limiting my market, when it’s 
a feature I can assume, CPU speed will not 
be that critical a factor. My flight simulator 
which currently uses 90% of the available 
CPU time on rendering will now have 100% 
to dedicate to the simulation task, since 
there’s 3D hardware available. Before I only 
had 10%; that means I’ll be able to run fine 
on a 50 MHz Pentium. You won’t need a 200 
MHz machine just to do the simulation side. 
Oh, you programmers will find a way to fill 
the free cycles! 

(laughs) We'll start finding a way. 


Our thanks to Eric for his time. As you read 
this, Eric is hard at work on a cutting edge 
WWII flight sim, tentatively titled Dogfight. 
It will include a full physics flight model 
using floating point, and will support the 
3D graphics accelerators. Look for it some- 
time in the fall of ’97. — John Nolan 














e left off talking about the Zoom 
W last time. What we need to discuss 
next is whether or not to continue 


attacking. This is because your decision will 
alter your Zoom preferences. 


Beat it or eat it 

In addition to your relative E state, the deci- 
sion to stick around or head back to the 
ranch should be based on the same factors as 
when you began your initial attack. Your air- 
craft condition, fuel state, and potential for 
other bandits dropping in to make your life 
difficult should all weigh heavily on this deci- 
sion. You should go over this attack short list 
before every attack run. We discussed how to 
Zoom to achieve what you want, but we 
should discuss a little about what you want 
and why. 


Separation compensation 

It is important to understand that separation 
between yourself and the bandit can be verti- 
cal as well as lateral. While some believe dis- 
tance is distance to the bandit’s bullets 
(either one will work just about as well - 
while gravity does affect bullet velocity, it 
generally does not cause any great increase 
or decrease in lethality range), with regards 
to separation, there is some cause for con- 
cern in certain cases. 

As we’ve seen before, the relative energy 
state of the enemy should not be taken light- 
ly. Let’s look at a radical example to illus- 
trate what I’m talking about. If you’ve 
extended to a safe range with a fairly level 
Zoom (assuming you began your BnZ attack 
with an E advantage), your E state in rela- 
tion to the bandit should be roughly the 
same, and you’ve put some distance between 
the two of you. On the other hand, if you 
Zoom climbed straight up you'll separate 
and your potential E state will rise, but your 
airspeed will drop off proportionally. Not at 
all that bad, that is unless your Zoom ends 
below the climbing ability and immediate E 
state of the enemy. 

However, if your separation is based on 
vertical positioning and you’re on the bot- 
tom, you’ll gain on airspeed, but you’re in a 
worse position than either of the other two 
scenarios we've just discussed. The bandit 
now dictates the fight. In this position, you 
can only lose E. If you try to climb to gain or 
re-gain E, the bandit can dive on you and 
ruin your day. Based on these examples, your 
best choice (if you have a choice) is to sepa- 
rate with a mixture of lateral and vertical dis- 
tance. Of course, unless you’re going to dis- 
engage, the preferable form of the vertical 
separation component is superior altitude. 


Air Combat Ad 


Part 4: Boom and Zoom 

















[1] Separation can be vertical as well as lateral. While some believe distance is distance to the ban- 
dit’s bullets, with regards to separation, there is some cause for concern in certain cases [2] As we’ve 
seen, your actual separation potential varies with the direction your choose to use. This would seem 
to favor the lower relative position. However, in reality the bandit can use gravity to eat up the sep- 
aration/advantage in a dive just as you have [3] Your best choice (if you have a choice) is to separate 
with a mixture of lateral and vertical distance. Of course, unless you’re going to disengage, the 
preferable form of the vertical separation component is superior altitude 


You may recognize this as the “classic” Zoom. 
It all starts to make sense why the classics 
remain classic doesn’t it? 

As you know, the next part of the BnZ are 
the reveals. Rather than begin that now and 
be forced to complete it next time, let me 
leave you with this so we can cover reversals 
in its entirety next time. 


Philosophical BnZ considerations 


The ethics of war are one of those concepts 
that are hard for most everyone to agree 
upon. There are those who argue that “wars 
should be fought humanely,” and on the 
other side we have people who feel “war is 
war” so anything goes. Well, I don’t want to 
get into that debate here, but in the online 
air combat simulation world, we face similar 
philosophical ideals. There are some sim 
pilots who consider BnZ tactics as “un-sports- 
manlike” or “cowardly.” Then there are those 
who feel such sentiments are totally unjusti- 
fied and are just a case of sour grapes. They 
argue that if your life were really in danger, 


pilots wouldn’t be so brave. It is said in 
IndyCar racing (the real thing and not the 
game), “if you drive the 500 (Indy 500) with 
courage, you'll drive into the wall.” Well, I 
think the same kind of thing applies to air 
combat. Again, if not taken out of context, 
courage in this case has nothing to do with 
your will to fight (or race). It refers to your 
sense of self survival. I’ll bet that if your real 
butt was in the seat of one of these fighters, 
even the “hot dogs” would adopt different 
tactics. Well, either that or they’ll most likely 
become fragments below some airspace after 
a relatively short time. 

The other argument is that on-line flying 
would be “boring” if all there was, was BnZ. 
We'll I beg to differ because I’m a realism 
buff (although not as fanatical as some) and 
I enjoy the strategy aspect of air combat as 
well as the flying, but of course, everyone’s 
entitled to their own opinion. 

Until next time remember - real fighter air- 
craft are built with components made by the 
lowest bidder. —Ben Chiu 
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Hellbender W95 
Hind Helicopter 

Indy Car Racing 2 
Indy Car Reng Comp 
Jet Fighter 3 

Korean Crisis 

M1A2 Abrams W95 
MechWarrior 2 


MechWarrior 2 W95 
Mechwrrior Mercnries 
Microsoft FS 6 W95 
Mig Alley 

Monstr Trck Mdnss 
Msoft FS 5 Europe 2 
Muzzle Velocity 
Nascar Racing 2 





MechWarrior 2 Add On 





$45 
$49 
$25 
$48 
$45 
$12 

$9 
$16 
$52 
$39 
$39 
$38 
$21 
$44 
$36 
$42 
$42 
$42 
$45 
$39 
$44 
$34 
$44 
$45 
$36 
$38 
$44 
$48 
$25 
$49 
$34 
$45 
$46 
$26 
$47 
$48 
$53 
$46 
$40 
$40 
$48 
$48 
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‘THE LAST 
BLITZKRIEG’ will 
put you in the 
heat of Hitler's 
last chance at vic- 
tory in the West. 
Detailed battles, 
new land combat 
system, opera- 
tional artificial 
intelligence, 
replay feature 
for reliving bat- 
tles. CD$41 


‘COMMANCHE 3’ 
Missiles away! 
The helicopter 
itself is fully light- 
sourced, shaded 
and rendered with 
3D real-time ani- 
mation while easi- 
er to get into and 
handle. Night time 
maybe the right 
time for many of 
Commanche ‘s 
missions. CD $49 


‘BETRAYAL IN 
ANTARA’ An 
empire over time 
has fallen pry to 
corruption and 
decay. Today a well- 
meaning Emperor 
faces a crumbling 
infrastructure 
where bribery, 
intrigue, nepotism, 
deceit and assassi- 
nation run ram- 
pant. CD $48 


Nascr Reng W Trck Pck $47 
Need Speed Gold W95 $45 
Need for Speed 2 $46 
Power F1 $42 
Rally Championship $42 
Red Baron 2 W95 $48 
Red Baron/A10 Tnk Kir $14 


SabrAce $48 
Sail 95 $36 
Sand Warriors $46 
Scorcher $46 


Ship of the Line W95 $44 
Shock Wave Assault $29 
ilent Hunter $39 
ilent Huntr Patri 1-2ea $15 
imCopter W95 $40 
peed Racer W/ Brain $29 
uper EF 2000 W95 $46 
Super Motocross W95 $33 
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TFX EF2000 $45 
TFX: X-22 $46 
TNN Motor Sprts Hdcre $42 
Team Apache $44 


Test Drive: Off Road $42 
The Condemned W95 = $48 


The Darkening $49 
Thunder Truck Rally $45 
Tie Fightr Coll $28 
Tom Clancy's SSN $47 
Top Gun Fire at Will $44 
Trophy Bass 2 $48 


VMX Racing W95 $44 
Viper:Oper Red Sect $34 
Werewlf Vs Comnche 2 $49 
Wing Commander 4 $38 
Wing Commandr 5 $55 
World Rally Fever $44 
Wrld Circ Gran Prix2 $44 
X-Car Exprmntl Ren $44 





X-Wing Collector $24 
X-Wng VTie Fghtr $54 
iF-22 $44 
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‘IM1A2 ABRAMS’ 
The player com- 
mands a platoon 
of four tanks, or 
an entire compa- 
ny team with 


other vehicles, 
artillery, heli- 
copters and 


artillery attached 
all from a variety 
of external views 
and a multi zoom 
map view. CD $45 


‘DESCENT TO 
UNDERMOUNTAIN’ 
With a visit from a 
stranger from the 
future, many char- 
acters are now 
developing in the 
cracks and under 
the rocks of ancient 
caves. Move 
through an new 
word of 3D with 
360 degree move- 
ment. CD $46 


‘LANDS OF LORE 
I’ Guardians of 
Destiny. Evil 
dwells — within 
your own soul, 
culminating in a 
battle in a 3D 
world of ancient 
horror and atroc- 
ities. You are 


Luther, cursed son of the Sorceress of Darkness, 


exploring treacherous lands in search of ancient 
magic, a super power that will release you from 


your vile birthright. 


British Open Golf $44 
FIFA Soccer 97 $45 
Fron Page Football 97 $48 
Front Page Golf W95 += $48 
Grand Slam '97 W95 = $44 


Hardball 6 $42 
Jack Nicklaus Golf 97 $42 
Links LS $46 
Links Courses 1-16 ea $19 
Links Pro 386 $19 
Madden Football 97 $45 
NBA Live 97 $45 
NHL Hockey 97 $46 
PBA Bowling 2 $35 


PGA Tour 96 Sawgrass $19 
PGA Tour 96 Spnsh Bay $19 
PGA Tour 96 Wentwrth $19 
PGA Tour Golf 96 W95 $37 


SimGolf $40 
7th Legion $48 
Aden Magic $39 
Admiral Sea Battles $41 
Age of Empires $48 
Agents of Justice $48 
Ancient Empirs W95 $29 
Ares $42 
Army Men $46 
Battlecruiser 3000 $25 
Birthright W95 $48 
Blood & Magic $46 
C & C Red Alert $48 
C&C Red Alert W95 $48 
Caesar 2 $41 
Capitalism $42 
Cave Wars $39 
Celtic Tales $34 
Citiz Bckwtr Affr $42 
Civilization 2 $42 
Civilization 2 Scen $26 





CD $48 


Civilization Network $25 
Colonization $25 
Comm Conq Covrt Ops $22 
Command & Conquer $47 
Command & Conquer 2 $48 
Commnd & Congr W95 $45 
Cong of New World Dix $48 


Conquest Earth $42 
Dark Earth Strtgy W95 $45 
Dark Reign $40 
Deadlock $47 
Destiny W95 $45 
Dominion $44 
Dune 2 $29 
Dungeon Keeper $46 
Emperor of Fadng Suns $38 
Empire 2 W95 $24 


Empire Dix Mstr Ed $19 
Enemy Nations W95 $42 
Fallen Haven W95 $47 
Fragile Allegiance $46 
Galactic Mirage W95 = $41 
Heroes M&M W95 $32 
Heroes Might & Magic $32 
Heroes of M& M2 $35 


History of World $40 
Imperium Galactica $34 
Into the Void $44 
Jaggd Allnc Ddly Game $44 
Jagged Alliance $19 
Jutland $19 
KKND $46 


Lords of the Realm2 $48 
M Gathrng Battlemage $42 


M.A.X. $48 
Master of Magic $41 
Master of Orion $19 
Master of Orion2 $46 
Mechcommander $48 
Mission Force $48 
New Horizons $34 
New Order $48 





‘NBA LIVE 97’ The 
most authentic 
NBA hoops game 
you can buy, with 
motion captured 
3D animation 
from real NBA 
players. Smooth 
new Camera 
angles, new 


TS 


music, and an arena announcer improve the tv-style 
presentation. All 29 NBA team with full rosters, cus- 
tom players, on-the-fly play calling, and so much 


more make this game LIVE! 





CD $45 


‘FLYING CORPS’ 
With a superb 
landscape, 
accurate flight 
model and in 
depth research, 
Flying Corps is 
the ultimate in 


World War 1 


flight simulation 
that will quite 
simply take 
your breath 
away. CD $41 





‘ATF GOLD - AH64 GOLD’ AFT Gold brings you the 
best multiplayer combat simulation game. AH64 Gold 
brings you the most acclaimed flight simulation 


series of the year. 


Pax Imperia 2 W95 $48 
Pirates Gold $19 
Reach for Stars2W95 $48 
Rebellion W95 $48 


Risk W95 $41 
Romance 3 Kingdoms 4 $34 
Settlers 2 $39 
Settlers 2 Missions $12 
Shattered Nations $46 
SimCity 2000 W95 Net $51 
SimTower $31 
SimTown $33 
Space Bucks $29 
Space Marines $44 


Spaceward Ho! 4W95 $24 
Star Command $41 


Star Control 3 $47 
Star General $43 
Star Nations $46 
Starcraft W95 $46 
Starship Troopers $46 
Steel Legions $42 
Syndicate Wars $46 
Tranpsort Tycoon Dix $42 
Uprising $48 
Wages of War W95 $29 
War Gods W95 $29 
Warcraft 2 $46 


Warcraft 270 Levels $19 
Warcraft 2 Add On $26 


Warcraft 3 $47 
Warcraft Orc/Humns $29 
Warlords 2 $19 
Warlords 2 Dix $41 
Warlords 3 $42 
Warwind W95 $43 


Wooden Ship Iron Men $39 
Worlds of Wonders $44 
X-Com Apocalypse $45 
X-Com Terr frm Deep $35 
X-Com UFO Defense $19 
Z $43 


ATFG $46 AH64G $46 


Barbie Designer $42 
Battleship W95 $41 
Clue $40 
Hong Kong Mahjong $25 
Magic Gathering $46 


Monopoly $40 
Monty Pythn Holy Grl $32 
Scrabble $41 


Shanghaii Grt Moments $26 
Simpsns Vrt! Sprngfld $42 


USCF Chess $40 
Ultimate Yahtzee $28 
Unicorn W95 $19 


Universal Neverlock $19 
Vegas Games 95 W95 $19 
Virtual Pool W95 $40 
You Don't Jck Qst Pck $20 
You Don't Know Jack 2 $31 
You Dont Know Jack $31 


Aegis $19 
Afrika Korps $42 
Age of lronclads $42 
Age of Oars $42 
Age of Sail $42 
Aide de Camp $45 
American Civil War $45 
Battle of Bulge $42 


Battlgrnd Gttysbrg $32 
Battlegrnd Antietm $41 
Battleground Bulge $28 
Battlegrnd BIl Run $42 
Battlegrnd Md East $42 
Battlegrnd Shiloh $39 
Battlegrnd Watrloo $32 
Blitzkrieg $39 
Broken Alliance $24 
Close Combat W95 $38 
D-Day Amer Invades $39 
Definitive Gettysburg $44 
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- arr ds oy hl 





‘JOYSWITCH’ Now you can jump from joystick to joystick, 
game to game with the speed and ease of tuning a switch. 
No more reaching behind your computer to swap joystick 
cables on the game port. Joyswitch does it all. $39 





East Front $42 
Fantasy General $35 
Fifth Fleet $39 
Gene Wars $34 


Great Battles Alexndr $44 
Harpoon 2 Deluxe $25 


Harpoon 97 W95 $44 
Harpoon Classic $19 
Last Blitzkrieg $41 
Man of War $42 
Myth $50 
Nam $42 


Napoleon in Russia $42 
Operation Crusader $39 
Over the Reich $39 
PTO 2 $34 
Pacific General W95 $45 
Panthers in Shadows $42 
Panzer General 2 $42 
Panzerblitz $42 
Perfect Gen 2 w/Scen $30 
RELeeCWGenW95 $48 
Rebel Chrg Chicamagua $15 
Road to Moscow $43 
Rommel at El Alamein $19 


Stalingrad $39 
Steel Panthers $37 
Steel Panthers Cmpgn $15 
Steel Pnthrs 2 $43 
TACOPS $44 
Tank Resistance 2024 $39 
Third Reich $39 


Tigers Prwl Cmp 1-2ea $15 
Tigers on Prowl Map = $15 
Tigers on the Prowl $29 
Tigers on the Prowl 2 $42 


Typhoon of Steel $15 
V Victory Bundle $28 
War College $31 


Wargame CS3 Rifles $43 
Zukov's Campgns_ $37 
Zulu War $29 









= ‘LOONY 


LABYRINTH’ Board 


ee % hig the Loony Machine 


for a pinball adven- 
' ture, with champi- 
e Onship _ playfield 

» design, expert flip 
control, authentic 
light illumination, 
Greek mythology 
theme, spectacular 
sound and 2 kinds 
of background 
music. CD $29 


‘THRUSTMAS- 
TER F-22 PRO’ 
With a powder 
coated metal 
base, glass filled 
ABS handle, metal 
gimbal mecha- 
nism, and heavy 
gauge spring ten- 
sion, the F-22 PRO 
gives you the edge 
you need in 
advanced tactical 
warfare. $128 


Tek War $18 
Rex Nebular $12 
Riddle Master Lu $19 
Simon the Sorceror $16 
Star Trek Judgment Rts $14 
Under Killing Moon $19 
Wolf $12 
Jet Pack $ 
Star Control Collctn $ 
ESPN Inter Soccer $1 
CyberJudas $ 
Disciples of Steel $ 
Ultima Underworld 2 $9 
Air Cmbt Pacfic 1942 $16 





Assignment Miami $9 
CyberRace $8 
Dawn Patrol $12 
Delta V $9 


Falcon 3 SD1Fght Tgr $12 
Falcon 3 SD2 Mig 29 $9 


Falcon 3.0 $16 
Flight Sim ToolKit $16 
Precision Approach $9 
Battles of Destiny $12 


Conquered Kingdoms $19 
Empire Dix Mstr Ed $19 


Grandest Fleet $14 
Jagged Alliance $19 
Jutland $19 


Machiavelli the Prince $19 
Master of Orion $19 


Perfect General $12 
Pirates Gold $19 
Warlords $9 
Warlords 2 1 


X-Com UFO Defense 
Bridge Olympiad 
Origamo 

Solitaires Journey 
Aegis 

CincPac Midway 
Harpoon 2 
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an Solo in an X-Wing? 


Privateer 2: The Darkening 
Origin 
DOS 


KKK KW 


n the future according to Privateer 2, 

everyone is English, dressed for a rave 

party, and sporting goofy props: bulbous 
drinking glasses and paisley-shaped PDA’s. 
This is Origin’s big-budget follow-up to their 
1993 space-opera/trading game. In the origi- 
nal Privateer, you developed your own ship 
and style, opting for something sleek and 
deadly, or something big and heavy built for 
cargo. You bought and sold goods, fought 
your way through trade routes, and perhaps 
even stumbled across the main plot line. The 
galaxy was wide open and you shaped your 
own destiny. It was a version of Elite, where 
the substance was slightly overshadowed by 
the flash. Sadly, this sequel is even more pre- 
occupied with flash than its predecessor. 

The sequel’s premise for commerce, in 
which you must always hire an independent 
freighter to carry your cargo, starts things off 
on the wrong foot. You may as well coordi- 
nate everything from the comfort of an 
office. Every trading run becomes an escort 
mission. You’re not so much a privateer as 
you are a mid-level commerce coordinator 
who gets to tag along in a fighter. Imagine 
Han Solo flying an X-Wing, and you get an 
idea about how wrong the whole thing feels. 

The small universe makes it hard to avoid 
the plot line, and offers little room for shap- 
ing much of a destiny. As you progress 
through the story, your PDA leads you by the 
nose as you flit about from cut-scene to cut- 
scene. Occasionally you’re forced to look up 
names and ship registration numbers in a 
phony database. The cinematics generally 
have good production values, although they 
succumb to Film School 101 tricks quite a 
bit: odd angles, gratuitous zooms, and jump 
cuts. The actors could have been miked a bit 
better, but since the dialogue is so awful 
there’s no great loss in the occasional 
inaudible line. Our protagonist Clive Owen 
turns in a fiercely bland performance as a 
determined amnesia victim. Capable actors 
like Christopher Walken, John Hurt, and 
Jurgen Prochnow are almost completely 
wasted in confusing and ineffectual bit parts. 
Only David Warner is used to good effect 
during the game’s all-too-predictable revela- 
tion scene. 

But no one buys the game to watch the 
movie: the flight’s the thing. This is one of 
Privateer 2’s strong points. With a smooth 
graphics engine that makes good use of tex- 
tured polygons, light sourcing, attractive 
explosions, and even a lens flare effect, outer 
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- TERMINATE HIRED CARGO SHIP AN 
SELL ALL COMMODITIES? 


CREDITS 21,458 
EMPTY CAPACITY ea7 
EMPTY BAYS 


[1] Each of the planets features unique and, in this instance, breathtaking artwork [2] Buying 
and selling is done through a stylish, but sometimes awkward interface [3] The combat engine 
runs smoothly and sharply, even with numerous objects on screen [4] Bex is perhaps the most 
beautiful of the planets [5] Don’t expect the generous collision detection to let you get much 
closer to other ships 


space has never looked so good. A full screen 
display with a HUD that wastes no space 
allows for wide-open views of the action. A 
ridiculously generous shield bubble keeps 
everything at arm’s length, so don’t expect 
spectacular fly-bys over capital ships. Instead 
of zooming around in a furball, you’re likely 
to end up bouncing back and forth like a 
pinball. This is the sort of broad collision 
detection you’d expect with bitmaps; it seems 
a waste of perfectly good polygons to wrap 
everything in such large bubbles. 

You can arm your ship with lots of clever 
upgrades, including different mines, ECM 
toys, and a virus to upload onto an enemy’s 
ship. Unfortunately, the computer-controlled 
pilots have the intelligence of doorknobs, so 
there’s little reason to use these gadgets. You 
can resolve almost any situation using 
strong lasers and shields, with the occasion- 
al torpedo to take out a turret-laden destroy- 
er. This one-note combat gets old quick, 
especially since there’s so much of it. 
Traveling from planet to planet involves 
passing through a number of jump points, 
and if there’s even a single enemy ship at 


the jump point, you can’t leave. This would- 
n’t be so bad if opponents weren’t continu- 
ally joining the fray. A frequent and annoy- 
ing situation involves a pirate shuttle sitting 
a couple of thousand kilometers out while 
you swat back swarms of fighters, only to 
have more jump in while you try to cover 
the distance to the shuttle. Without a practi- 
cal option to run away, direct combat 
becomes the sole focus of ship design. 

Since there’s so much of it, it’s unfortunate 
that the space combat doesn’t mesh well with 
the cut-scenes. In fact, the two feel like 
entirely separate games. One of the strengths 
of the early Wing Commander titles was the 
continuity between the ongoing plot and the 
individual missions. New characters served as 
your wingmen, you flew missions to rescue 
your love interest, you met enemy Kilrathi in 
one-on-one duels, and you took part first- 
hand in the introduction of new ship classes, 
all within the framework of the ongoing 
story line. As the budgets for the games grew 
and more resources were poured into the 
cinematics, the chasm between story and 
action grew wider and wider. After a while, 


COMPUTER GAMES 


the missions seemed like mere padding 
between plot points. In Privateer 2, that 
chasm is a veritable abyss. 

On the cosmetic front, the small size of 
the universe allows each planet unique star- 
port screens and transition animations. Many 
of these are breathtaking. The interface for 
trading is stylish and attractive, but often 
inconvenient and slow. For instance, check- 
ing the details on available missions requires 
sitting through an interminable animation of 
a little card sliding underneath an eyeball. 
Calculating the cost of hiring a freighter 
against its available space and the amount of 
cargo you can afford requires hopping back 
and forth between a couple of screens. 
Furthermore, there is no convenient 
overview of the various planets and possible 
trade routes. Determining what to sell and 
where to sell it is an expensive exercise in 
trial and error. 

As I played the game, I was reminded of 
Blue Byte’s Archimedean Dynasty, an excel- 
lent sleeper that has a lot in common with 
Privateer 2. But Blue Byte’s game demon- 
strates an axiom game developers would do 
well to learn: cutting edge technology and 
big budgets do not necessarily make for an 
imaginative, rich universe. Archimedean 
Dynasty’s game world is detailed almost 
entirely through text-based conversations 
supported by still artwork and a solid combat 
engine. Privateer 2’s expensive cast, smooth 
graphics, flashy interface, and professional 
film sequences ultimately can’t hold a candle 
to the vividly realized world of Aqua present- 
ed in Archimedean Dynasty. 

It’s been a long time since I chucked my 
Apple IIGS and bought my first PC so I could 
play Wing Commander. Since then, I’ve 
learned that sometimes more is ultimately 
less. It seems as if Origin has yet to learn 
that lesson. —Tom Chick 


Flying Corps 
empire Interactive 
DOS 


KKK KY 


Here’s yet another maddeningly frustrating 
simulation release, with some of the best and 
some of the worst features ever seen in a PC 
combat flight simulator. 

First, Flying Corps is without question a 
stunning 1917-1918 WWI air-combat simula- 
tor. It has eight set missions and four cam- 
paigns (including a tank battle). You can fly 
for the British, Americans or Germans. Flying 
Corps also plans a free future multi-player 
option (not included; a free downloadable 
multi-player upgrade will be made available 
at Empire’s web-site, www.empire-us.com, 
when ready). You can fly six fighter aircraft: 
the agile Fokker Triplane, the Albatros DIII, 
the Sopwith Camel, the fast diving Spad XIII, 
the stable Se5a, and the fragile Nieuport 28. 
You can fight against other aircraft types as 


COMPUTER GAMES 


well such as the Bristol fighter, 
Fokker DVII and other bomber 
and reconnaissance types. 

To its advantage, the game has 
the best PC propeller combat flight 
model currently available in a sin- 
gle-player sim. The feel is superb. 
Snap rolls are effortless, and the 
planes are highly controllable. 
Rolling is correctly so slow you 
have to snap roll (just pull back 
sharply on the stick and hit hard 
rudder) to initiate one. Accelerated 
stalls are accompanied by an associ- 
ated bumping sound and screen 


shake. Every aircraft flies quite differently from 
the others. The airplanes are all cantankerous 
pigs, with very little power. That’s their charm. 

The graphics are among the most 
advanced ever released for a PC flight simu- 
lation, and are ideal for play. You can follow 
actual roads, forests, lakes, rivers (gathered 
from real data) and the enclosed maps to get 
to your destination. The game models indi- 
vidual trees, bushes and patchwork-quilt 
fields. A very special feature is the campaign 
mode, with its dynamic battlefield. No two 
missions or careers run in this mode will 
ever be the same. In each mission, different 
aircraft and ground forces can appear from 
different directions and in different numbers. 
The result is superb replay value. In some 
campaigns, you start out as an experienced 
leader with mission planning and squadron 
control duties, as in Falcon 3.0. As leader 
you can choose formations, number of air- 
craft, the particular pilots to fly them, routes 
and altitudes. In others, your role may be 
more limited at first. 

Unfortunately, the weaknesses in Flying 
Corps are not inconsiderable. A critical and 
perhaps fatal problem (for some) is the view- 
ing system. Flying Corps has very good pad- 
lock views of “the closest enemy,” “the next 
closest friendly,” etc. but also includes a slow 
default panning system, with no rear or nor- 
mal views (you have to use a two button 
process to switch sides even with a macro). 
Empire promises a view patch by the time 
you read this. Currently, the system simply 




















Flying Corps 


does not cut it. The result when 
trying to us it is that all you get 


a eeueee is confusing, whirling sky as you 


maneuver and try to shoot peo- 
ple down. Enemies can get on 
your tail easily, yet there’s no 
way to check six without losing the enemy 
you're following. Even when trying macros 
for a CH Fighterstick, attempting to optimize 
control of external views did not result in 
much success. The game is in serious need of 
an optional keypad-activated 14 multiple view 
system, such as the ones available in Air 
Warrior IT, Warbirds, Fighter Duel and 
Microsoft Flight Simulator. The weak view 
system can make Flying Corps aircraft 
unpleasant to fight in. 

A second possible problem is the steep 
hardware requirement. On a 200MHz Pentium 
with 32 MB RAM and a fast Diamond 3D 
2000 video card, Flying Corps’s frame rate is 
barely acceptable in 640x480 mode. Slower 
machines would be painful. You can turn var- 
ious graphics options off to optimize speed, 
but with such a system you shouldn’t have to. 
Flying Corps desperately needs dedicated 3D 
video card support (empire promises same for 
the near future). If you do not have serious 
hardware, expect frame rates to bother you... 
if you can play at all. 

Finally, there’s no mission builder; this 
isn’t the negative it would be without the 
dynamic campaign engine, but for some it 
will still be sorely missed. It would be an 
ideal enhancement come the multi-player 
upgrade, that’s for sure (since it would be 
most useful for multi-player). 

To sum up, if the limitations mentioned 
above don’t bother you, this is a must have; 
otherwise, wait for the patch and future possi- 
ble upgrade to 3D support. —Richard Ordway 
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© Multi-round 


tournaments with 
actual British Open rules 
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© Compete as or against 
8 featured pros 


© First-ever animated 
interactive caddie 


© Play-by-play and color 
commentary by ABC's” 
Jim McKay with over 
5,000 unique phrases 


© Fully animated, 
reactive gallery 


© Two legendary courses: 
St Andrews & Royal Troon 


© Realistic weather 
conditions that 
impact play 


© Spectacular graphics 
with 3-D course objects 


© Real-world ball flight 
physics 


THE: 


CHAMPION HIP 





Ue Microsoft 
SE Windows 96 


© 1996 Looking Glass Technologies, Inc. Licensor and the Software Product is distributed under the authorization of The Royal & Ancient Golf Club of St Andrews. St Andrews and Royal Troon Courses are usec 
by permission of the St Andrews Links Trust & The Royal Troon Golf Club. The Open Championship Logo is used under license from “The Championship Committee Merchandising Ltd.” 
All other trademarks and trade names are properties of their respective owners. All rights reserved. 


Compete in the first and only officially licensed, 
championship tournament golf game... 
British Open Championship Golf 





Some golf games let you play against the pros. Others take 
you to famous courses. But only one captures the drama, 
excitement and intensity of competing against world-class 
professionals in the greatest international tournament of 
them all — Britisn Open Championship Golf" 

Played on a breathtaking recreation of Scotland’s legendary 
isommjeauss| St Andrews and Royal Troon 
courses, British Open 
Championship Golf™ is the 
most exciting golf simulation ever. Test your skills against 
towering bunkers, monster greens and deep rough. 
Compete with more than 50 of the world’s top pros. 
Battle Scotland’s unpredictable weather. See and hear the 
crowd react to your every shot. Enjoy live play-by-play 
commentary by ABC’s™Jim McKay. There’s even an interactive 
caddie you can turn to for advice. So when you’re ready to stop playing a round...start 
playing British Open Championship Golf! 





BRITISH OP! N 
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GET INTO THE OPEN 





www.britopen.com 











If there were any fears EA Sports has been 
slipping, one look at NBA Live 97 will oblit- 
erate them. It captures current-day basket- 
ball beautifully in all its high-flying, adrenal- 
ized slam-dunkin’ trash talkin’ glory. It’s all 
sky-high slams and spin moves. It’s the stan- 
dard all action-oriented sports games should 
hope to attain, in both its visuals and glass- 
smooth controls. 
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So on the one hand, NBA Live 97 
embodies everything that’s great 
about modern games, but digging a 
little beyond the surface brings back 
all of those doubts about the quality 
of gams being churned out by the 
world’s biggest (and some say best) 
sports company. It’s a fine example 
of chrome over content and glitz 
over gameplay, as obvious problems 
start to surface after only a few exhi- 
bition games. It’s easy to overlook 
those problems, because just like 
NHL 97 those visuals and animations 
are overpowering. However, with 
problems ranging from the nit-picky 
(no jumping on inbounds plays, ran- 
dom free-throw camera angles dis- 
orient you when play resumes) to 
game design weirdness (you can’t 
make substitutions and strategy deci- 
sions at half-time, between quarters, 
or when an opponent calls time out; 
you have to wait for play to resume 
and then pause the game), you start 
to wonder if they’re as concerned 
about the gameplay as they are 
about how the game looks. 

It does look smashing, but not without a 
high cost, requiring a serious PC to display 
those magnificent graphics. However, like 
the past few EA Sports releases, there are no 
differences in performance between the 
Windows 95 and DOS versions of the game 
(at least on Pentium 133 with 32 MB of 
RAM). Even the DOS version requires 16 MB 
of RAM. That RAM demand means that 
they’ve been able to add plenty of features 
to the game: league play (one season at a 
time), plenty of stats, the full NBA license, 
all of the distinctive courts and uniforms, 
player factoids, halftime shows and end-of- 
season awards (for MVP, “Rookie of the 
Year,” etc.). 

However, some of the new features intend- 
ed to enhance the gameplay don’t seem to 
work quite right. For example, you can select 
whether or not the computer refs call a 
“three second” penalty, but in over 30 games 


The characters look fabulous 


from any angle. The interface, 
though, may have gone a bit 
too far in trying to look “street” 





it’s never been called (even when camping in 
the key for up to 20 seconds). The same can 
be said for the lack of illegal defense calls 
(one way to beat the computer is to always 
double-team players, even without the ball, 
which should generate the call) and travel- 
ing violations. 

Like most of the other EA Sports games, 






















the higher difficulty levels just mean that the 
computer cheats more often. A setting named 
“Computer Assist,” when enabled, causes a 
team to increase its skill automatically when 
behind. However, computer-controlled teams 
seem to have an advantage all the time, 
regardless of this setting. In one game, the 
Lakers versus the Sonics, Sean Kemp, on the 
computer controlled Sonics, went for 75 
points on 29/33 shooting and 8/8 from the 
three-point line (on the hardest skill level). 
In one stretch where the computer decided 
the Sonics needed to be ahead, the Lakers, 
with their starters in and fully rested, missed 
seven straight layups, some uncontested. 
There are a lot of other gameplay quirks, 
some which are questionable design deci- 
sions and others that point to poor computer 
AI. Considering the game’s arcade emphasis, 
it’s a bit surprising that the computer defense 
gets back so fast; you’ll be lucky to get a true 
breakaway dunk. All of your opponents 





rebound like Dennis Rodman, while your 
guys, regardless of setting, couldn’t crash the 
boards if their lives depended on it. The 
game doesn’t display the score and time 
remaining often enough (especially the lat- 
ter), making the game status a bit of a mys- 
tery for long stretches. 

Many criticisms of the previous version of 
the game remain. The 
computer still has no clue 
how to substitute (never 
let it auto-substitute for 
you). In one game, the 
Lakers versus the Rockets, 
the computer let four 
Rockets starters foul out in 
the second quarter. The 
computer is equally clue- 
less on how to play 
defense, always putting 
maximum pressure and 
double-teaming every 
player on the team (no 
matter how bad they are). 
In fact, it'll double-team a 

guard with a center 
beyond the 
three-point 
line, leaving 
the opposing 
center to be 
guarded by a 
forward, or 
the other 
guard. 
Speaking of 
centers, they 
tend to domi- 
nate every 
game. 
Mediocre 
backups like 
Frank Brickowski will go for 30 points on any 
given game, mostly because no one can block 
their shots (especially hook shots). 

Despite all these criticisms, the game is 
still immensely entertaining to play, with 
superb control (though the players tend to 
have a bit too much momentum). The play- 
by-play is excellent, with each player’s name 
receiving multiple readings depending on 
whether you’re the home or away team, or if 
you’ve just dunked versus fouling. It gives 
streak information during the game (like, 
“The Lakers are on a 13-0 run”). 

Ultimately, like most sports publishers who 
churn out a release every year, it’s time for 
EA Sports to step back and work on the 
design and gameplay. NBA Live 97 will serve 
most gamers’ needs; but for many of us, its 
many excellencies make its shortcomings all 
the more infuriating. It provides a superb 
basketball experience, without delivering a 
superb basketball game. —Steve Bauman 
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“Can I challenge Arnold Palmer 
and my buddy in Tibet 
to a skins game 


on Maul 


in heavy fog 
at 3AM?” 






Can I take a 3-Dydiigemmen 

Kapalua Plantation Clubhouse? Rich play? Best 
position a cam- 

At in front of the 

I still play all 


Can I play with 
Can I get 1600X1200 resolution? I make a high- 


watch Arnie 


Can I take a 
Virtual Reality tour of Arnie’s workshop? 


Can I choose from more than 15 add-on courses? 


Can I call toll-free for sup- 
port? 


If I lived on the course 
could I find my house? 
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The NEW Links LS add-on courses 
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INKS LS 


www.accesssoftware.com « Code: 010-CGW 


The NEW Links 5-Course Libraries Vol. 1, 2 & 3: 
Playable with Links LS, Links Pro CD, Microsoft® Golf, & Links Pro CD Macintosh® 


Links LS Trial-Size version CD, call 1.800.800.4880 


Call 1.800.800.4880 for a FREE Pandora Directive Demo CD 





Microsoft? [Tay 
Windows'95 Leg T= 


There have been a lot of shoddy track and 
field games through the years. Take, for 
example, the wallowing limpness that was 








last summer’s Bruce 
Jenner’s World Class 
Decathlon. With its retro- 
graphics and completely 
uninteresting gameplay, 
even the modified facade 
of Jenner himself couldn’t 
save that one. Enter 3DO 
Games: Decathlon, a “ten- 
sport-for-the-price-of-one” product that cer- 
tainly doesn’t rank up there with the all-time 
greats, but at least features some compelling 
ideas and decent visuals. 

Track and field sims, as it were, have long 
been plagued by one big obstacle: shallow 
and repetitive control operations. Rest 
assured Decathlon won't have you scouring 
the keyboard to find the “lace up the shoe” 
key, but it does have a few extra elements 
which add some much-needed challenge. 

Take the Discus and Shot Put events. Here, 
you'll use fingers from both hands to tap 
furiously on a pair of buttons, just to get the 
athlete’s momentum up. When the time is 








right (you’ll also be monitoring a stamina 
bar to insure you haven’t expended too much 
energy), you'll press and hold another button 
to initiate the throw. As the athlete rotates, a 
dial spins in the corner of the screen, high- 
lighting the point of perfect release. And 
that’s when you let go 
of that third button. 

Sure, it’s still a 
reflex-mad speed- 
thumb sorta 
thing, but 
there’s sim- 
ply a lot 
more stuff 
that can go 
wrong here than in 
most games of this ilk, 
and that makes Decathlon infinitely more 
palatable. As a bonus, it supports up to eight 
players over a network, and in all honesty, the 
fun quotient increases dramatically when 
attempting to outdo real live humans. 

Also helping to sell the whole procedure 
are Decathlon’s texture-mapped graphics and 
realistic animation. Competitors look like 
athletes with nicely rounded bodies, shadows 
and lighting. They play the part too, stretch- 
ing and “loosening up” before events, moving 
authentically through them, and going into a 
full body pout after a disappointing attempt. 

Decathlon offers a training mode for rook- 


ies, Wimp, Medium and Stud difficulty levels, 
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a trio of camera angles for all non-race 
events, and a medal ceremony with appropri- 
ate anthem at conclusion. The game could 
have benefited from some form of replay fea- 
ture, and maybe an announcer for flavor, but 
that’ll have to wait for next time. 

In the meantime, if you get off on track 
and field and enjoy building superhuman 
thumbs, 3DO Games: Decathlon must be 
considered a smart choice. -Gordon Goble 





Welcome to the world of WWF wrestling. 
Loud, obnoxious and completely devoid of any 
artistic pretensions. Realistic? These guys don’t 
give a flying Power Slam whether you think 
their moves are authentic or not. 
Choreographed? Let’s see one of Bob Fosse’s 
little girly-man dancers wriggle out of the way 


of an Atomic Drop from Bret “Hit Man” Hart. 


What you get to do: Shoot with gun, shoot with D-pad, shoot with D-pad and partner, shoot with gun and partner 


©1997 SegaSoft Inc. Alll rights reserved. SegaSoft and the SegaSoft logo are trademarks of SegaSoft Inc. Sega is registered in the U.S. Patent and Trademark Office. Sega Satum is a trademark of Sega. Scud: The Disposable Assassin, the character 








WWE In Your House is Acclaim’s none-too- 


thrilling sequel to their arcade hit 
Wrestlemania. Developed primarily for the 
console game platform, it’s been ported over 
to the PC for our entertainment and enlight- 
enment. Boasting the highly visible endorse- 
ment of 10 top WWF wrestlers — such lumi- 
naries as Bret and Owen Hart, Hunter Hearst- 
Helmsley, Goldust and the Ultimate 

Warrior — WWF is a side-scrolling fighting 
game which provides PC gamers with a 
quick fix of mindless mayhem. 

Like countless side-scrollers before it, 
ringtime longevity is determined by just 
how much juice you’ve got left on the ol’ ener- 
gy meter. Although it’s entirely possible, espe- 
cially at the “Easy” level, to win with conven- 
tional kicks, punches and holds, each 
“wrassler” has their own unique arsenal of 
maneuvers, which is accessed with a complex 
combination of keyboard or joypad keystrokes. 
Shawn Michaels’ “Super Pin,” for instance, is 
enacted through a near strenuous down-up- 
punch-superkick-superkick-punch combo. 

Not surprisingly, the action is wild, brutish 
and cartoonish. Opponents are thrown out of 
the ring only to continue fighting on the 
floor or pummeled to the mat by a Bull 
Charge from the 458 pound Vader. Teeth fly, 
fighters grunt in pain and bold moves receive 
overtures from the ring announcer. 
Unfortunately, it all happens in a blend of 
washed out colors and a melange of ultra- 


Beview. 


chunky graphics, so a rich environment it 
certainly is not. 

Multiplayer network matches for up to 
four players is supported, as is head-to-head 
on a single PC. WWF In Your House — recom- 
mended only to true fans of the quasi-sport 
(you know who you are), and even then with 
the above provisos. -Gordon Goble 


As I began my review of this game the 
voice of Home Improvement’s Tim Allen 
entered my head: “Football! ARR, ARR! 
Control! Manly Stuff! ARR, ARR! Jotal 
Control Football! ARR, ARR, ARR!!!” 
Well, after playing this game there was 
the voice of Tim’s partner, Al: “I don’t 
think so, Tim!” 

Total Control Football is a good idea 
(kinda like Tim souping up a vacuum clean- 
er) with disastrous results (i.e., Tim’s vacuum 
cleaner). I really wanted to like this game 
because, like most men, I like a lot of options 
and the ability to control many details, and 
even though the game offers just that, it’s 
very poorly done and just not entertaining. 

Total Control Football is bad for various rea- 
sons. The so-called “arcade” part of the game 
is impossible to play (even after the latest 








patch, Version 1.3), the game interface is con- 
fusing, the AI is stupid and frustrating (as the 
Carolina Panthers, I traded for Dan Marino 
and Eddie George in return for a couple of 
bench-warmers), and the General Manager 
part of the game is just plain boring. While it 
may have seemed like it would make a great 
game to offer the player control over every 
aspect of a team, the fun 
factor quickly disappears. 

But if you are persistent 
enough to 
keep up 
with all of 
the duties 
you re pre- 
sented with 
as GM, the 
results will 
make it 
seem as if 
you wasted 
your time. 
The game doesn’t seem to take into consider- 
ation the changes you make to your team 
(through trades or other coaching decisions). 
It’s hard not to feel the results of the games 
and seasons are all pre-determined. 

With Total Control Football, Philips 
Media (and Blue Sky Software) thought they 
could soup up a computer football game; 
well, to paraphrase Al: “I don’t think so, 
Philips!” —Dan Olawski 





root with D-pad and gun, shoot with gun in each hand. What you don't get to do: Recite poetry, pick daisies, hug lovable stuffed animals. 


d Surreality Just Got Funky are trademarks of Rob Schrab. Windows is a trademark of Microsoft Cop. FOR A FREE WINDOWS ‘95 DEMO OR TO ORDER SCUD DIRECT, CALL 1.888.5SEGASOFT WWW.SEGASOFT.COM SEGA Se FT” 
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Demos are the death of games 

It was recently announced that Westwood 
sold 1.5 million copies of Red Alert in the first 
four weeks. Granted, it was during the 
Christmas season, and I’m sure all the soft- 
ware salespeople pushed it like they pushed 
Myst two years ago, since it was a can't miss 
product. Westwood also didn’t release a 
demo for Red Alert, and they still haven't. | 
think demos are the death of games. How 
many people who played the Doom share- 
ware actually bought the full version? | know 
there have been many demos I've down- 
loaded and then not bought the full version 
of.|’m sure I’m like a lot of gamers, who play 
one game until they get bored or until 
another game comes along. That's what 
demos are good for. You can play the demo 
until a new demo or game comes out. | 
played the beta version of Enemy Nations 
and really enjoyed it.| think it’s really well 
done, and hope it does well. | really love the 
concept David Thielen used, where he 
uploaded the beta, asked for recommenda- 
tions and bug discoveries, then made 
changes. When it’s released, there shouldn't 
be any bugs. But even so,! probably won't 
buy it, since I’ve been there, done that and 
got the T-shirt to prove it. 

Demos are usually released well before 
the final code is done and they either have 
lots of bugs or don't have a lot of features. 
People download the demo, play it and dis- 
cover it’s not as fun as they thought it would 
be, and lose interest. And you know what 
they say about first impressions. Thanks for 
taking the time to listen to my opinion. 

Chris McNair 
Via the Internet 


Tell us true 
lam curious as to how games are reviewed. 
Do the reviewers play all the games all the 
way through? Or do they play it long 
enough until they have enough information 
to be able to write a review on it.| have 
always wondered about this — it would 
seem that playing more than one game to 
its conclusion a month would be quite a 
chore. 
Bill Abner 
Columbus, Ohio 


There are ideals, and there are reality. Like 
Baudelaire, we strive for the ideal. Like Faust, 
we don't always achieve it. That's partly what 
our outside writers are for. They have no jobs, 
family or lives, play games all day long, and 
can claim completion on most of what they 
do. If you're like that, by all means drop us a 
line. - ed. 


Relieve my eyes 
| agree totally with February’s editorial! | 
hate to wait on graphic intensive web 


pages to load. That’s why CGS+’s web page 
is the only magazine web page | 
check...and | check it every day! | am very 
interested in the PC game news, and | find 
you are always current with the latest news. 
Keep up the good work! 
Roger D. Deal 
Via the Internet 


Thanks, Roger! The website's currently under- 
going some graphic revision; we hope it'll stay 
attractive for the reasons you mention (i.e. 
timely content and fast access) during and 
after the process. — ed. 


We are not alone 
I'm writing to comment on Privateer II and to 
find out your impressions of the game. The 
game fell well short of my expectations; the 
FMV parts are fine, but the gameplay is less 
than that in Privateer.| am simply tired of 
going head to head with a light fighter and 
losing while I’m in an Icarus with boosted 
shield and four heavy guns. For the player, 
shields in this game are almost useless. 
Derek Reeves 
Via the Internet 


Game balancing’s a delicate art; sounds like 
this one didn't hit the balance right for you or 
our reviewer. — ed. 


Father and son 
| just wanted to say how much | love your 
mag. It’s kewl that you cover strategy games, 
even though | don't like them or own any; 
the articles are very interesting. My dad 
always buys strategy games and he enjoyed 
reading your tips on Battleground: Shiloh and 
Age of Rifles (he uses the tips, but | still beat 
him). Thanks for the demo disks, too. The disk 
in issue #72 convinced me to buy Diablo, but 
unlike Mr. Criscuolo | have no fear of never 
seeing my family and friends again from 
playing too much. Oh yeah! Could you 
include some cheats for Tomb Raider (if there 
are any) in the Cheat Thrills section. I've 
beaten it but | wanna cause mass death. 
Zacky Lacich 
Via the Internet 


Zacky, send us some of yours and maybe we'll 
publish some of ours. Thanks for the nice com- 
ments! — ed. 


You answered your own question 

| receive your magazine and wonder, why 
don’t you publish more cheats and cheat 
codes? All the magazines that are out usual- 
ly only have one or two cheats in each issue, 
and usually on older games. People need 
new cheats; it’s one of the most popular sub- 
jects among game fanatics. If you would like, 
please visit our site /sorry, no free ads in this 
space — ed.] which receives over 3500 unique 
visits per day. We strive to have the newest 
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cheats on the Internet, and would be happy 
to let your fine magazine use some of them 
for publication purposes [three months later, 
no doubt...-ed.]. Keep up the good work, and 
| hope to see more cheats pop up in your 
magazine in the future. Because losing 
SUCKS (Ask any gamer). 
Paul Ensal 
Via the Internet 


Late games 
What is your opinion of the current “delaying” 
trend that all software developers have been 
facing for the last couple of years. |! remember 
1 2 years ago, waiting for Starfleet Academy. | 
remember watching the Internet Red Alert 
release date counter continually get bumped 
up by sixty days at a time.! remember hearing 
my suppliers saying that X-Wing vs. TIE Fighter 
would be the Christmas cash-crop. The thing | 
don't remember is seeing any of these prod- 
ucts (aside from Red Alert) hit my shelves, and 
on time at that. How many millions of dollars 
have these companies, and many others, lost 
because of management problems? Clearly it 
has to be so, because these companies seem 
pretty sure when they give us a new date, but 
sometimes fail to reach it for at least two 
years! What do you think? 
Robert Berry 
Via the Internet 


We think game software design is an art as 
well as a science; and in art, you can't always 
deliver on schedule, though you can certainly 
try. The resources needed to compete in the 
current market are substantially greater than 
they’ve ever been before. That means more 
difficult management, and less predictable 
product scheduling. Over time this will 
improve. - ed. 


Send me companies 
Hey guys great magazine! | was wondering if 
you could add more cheats to your maga- 
zine or maybe on the CD. Can you please 
send me companies who want beta testers? 
Brian Chang 
Via the Internet 


The Internet’s powerful, but it’s not that pow- 
erful... yet. /t’s great for getting cheat codes, 


though. - ed. 
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The Passion for Speed 


° Race one of 16 prototype X-Cars. The latest experimental racing vehicles! 


° Test drive your prototype and customize every aspect of your car's 
performance using cutting-edge racing technology. 


° Experience brilliant high res (SVGA] graphics at sustained frame rates. 
X-Car is the most beautiful and fastest racing game on the market! 


© Includes a library of real racing circuits and fantasy tracks. You can 
race Lime Rock, the streets of Seattle or around Mayan temples! 










Badd 

bring pe 

e Generate real telemetry data on high speed oval, skid pad or handling that car! 
tracks to customize your car for optimum performance. 









* The first true hard core racing simulation with an Arcade Mode for 
those who just want to experience the pure fun of racing FAST! 


‘for multi-player racing! 
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